-ANODYNE TEXT DUMP-

Here is all of Anodyne's text I found in the files. It should contain all the dialogue, menu text, and a few notes from the developer. I will not include alternate languages. I have had to censor a few swear words for Pastebin's censors.

DNT - TITLE SCREEN STUFF 
------------------------
GFX Press [SOMEKEY-ENTER] (on title)
GFX ANODYNE
GFX menu=enter
GFX Saving...

xPlease use the arrow keys to resize the window until you cannot see any black around the borders. Press C when done.
xMelos Han-Tani Marina Kittaka 
xPress [SOMEKEY-C] to start
xVersion 1.508
xContinue 
xNew Game 
x	Are you sure? (Yes, No)   
x	Really? (Nah, yeah)  
x	No going back: (forget it, I know)
x0 deaths  
X0 cards
xinput lag
xmac controller
xpress back toe ixt


DNT - In-game GUI  
-----------------

DNT - Menu:
----------------
xMap
x	Current Room  
x	Door/Exit 
x	No Map
x	Return to Nexus
x	Return to entrance
xItems  - Normal, Swap, Extend, Widen
x	A pair of spring-loaded shoes - press [SOMEKEY-X] to jump!
x	A pair of shoes for biking.
x	An empty cardboard box.
x	A key found in the Temple of the Seeing One.
x	A key found in a red, underground cave.
x	A key found in a mountain cave.
xCards 
x	0 cards
xSave  - test ios too
x	Save
x	Saved!
x	ERROR
x	Save and go to title
x	Go to title
x	Save and quit
x	Quit game
x	Deaths: 0
xConfig 
x	Language: (ja, en)
	
x	Set keybinds
x	Set volume 
x   Autosave at checkpoints (On, Off)
x	Change Resolution2
x    Config UI
x	Touch+D-Pad , D-Pad Only, Touch Only
x	Move Input Type
x	Resolution: (Windowed, Integer Scaled, Stretch)
x	Scaling: 3x
x	Drag the buttons until you're satisfied. Then, tap the menu to continue.

xxx???
	You're rolling in it!
	Once the property of a famous Bubble Mage.
	If your graphics become scrambled, look at the pokedex entry of an official Pokemon.
	This heart has no name.
	Please visit the electric monsters' world.
	A kitty statue. Cute, but useless.
	Oh my!!!!
	Oh no!!!!
	It's black.
	It's red.
	It's green.
	It's blue.
	It's white.
xxx[SOMEKEY-C]: Select [SOMEKEY-X]: Back"

DNT -In-game dialogues 
---------------------

xxxDNT Mitra:
	Hey, Young!
	Are those bike shoes for me?  Wow!  Thanks, Young!  I’ve been thinking about getting these, since Wares has those pedals where you can clip in bike shoes.  Here, Young, take my boots in exchange!  They have these cool springs that let you jump really high! You press [SOMEKEY-X] to jump with them on!
	Hi Young!  Notice anything new? ^... ^... Oh, well, I got new biking shoes, see!  They clip into Wares' pedals.  Since I’ll no longer be needing my old boots, I want you to have them, Young!  They have these cool springs that let you jump really high! You press [SOMEKEY-X] to jump with them on!
	Alright, take care!
	Go on, try them out!  ...They’re not THAT smelly.
	Cool, huh?
	Wow, are those the biking shoes from Finty's shop?  You're giving them to me?  Thanks, Young, I really appreciate it!  Here, try out my old shoes in return--I think you'll find them really useful!  There's an engraving on the shoes that says \"Press [SOMEKEY-X] to jump\".  I've never understood that, though, because there's no \"[SOMEKEY-X]\" anywhere on the shoes...

	
xxxDNT Treasures:
xx	Some strange force stops this treasure box from being opened.
x	An engraving on the broom handle reads: Press [SOMEKEY-C] to sweep.
x	This key may be used a single time to open up a locked barrier.
x	A mysterious pair of boots has nothing but the branding on it, which says \"Press [SOMEKEY-X]\".
x	A few words on the broom extension read \"Equip the WIDEN upgrade in the menu to have the broom release harmful dust to the left and right.\"
x	A few words on the broom extension read \"Equip the EXTEND upgrade in the menu for the broom to release harmful dust in front of the broom's normal reach.\"
x	A note next to the broom extension: \"Hello, Young. Use this SWAP upgrade on two tiles to switch their places. It may be a while before you can use this everywhere, but it should serve you well for the time being.\"
x	YOU FOUND A HEART!!! Maximum Health increased by...zero.
x	Goldman: What? It's not there? That shopkeeper must have stolen it!


xxxDNT -Swap messages referring to the tile-swapping item you get
x	Sorry!
x	The swap won't work here.
x	Young could not muster the strength to use the swap here.

xxxDNT Keyblock: 
x	This door is locked.
	

xxxDNT Dust:
	Your broom is now full of dust!  Attack again to place it.
xxxDNT Checkpoint:
	Save? (Yes, No)
	While standing on a checkpoint, press [SOMEKEY-C] to save your progress and set it as your respawn point if you die.
xxxxxDNT NPC:
	There is writing scrawled on this rock:
xxxDNT Door:
	The portal does not appear to be active.
xxxDNT KeyBlock:
	The gate stares, petrified. It won't open until it senses four cards...
	Sensing four cards, the gate decides to open.
	The gate stubbornly remains in place.
	The gate senses all of the cards, and decides to open.
	The gate senses enough cards, and decides to open.
	It opens!
	It remains closed.
	...
	!!!
xxxxxDNT Solid_Sprite:
	The sign points to the east but the words on it are faded.
	The sign points to the west but the words on it are faded.
	The words on the sign are faded.
	

xxxDNT Trade_NPC:
	Finty: Welcome, welcome, my friend Young!  The name’s Prasandhoff--Finty Prasandhoff!  Take a look around at my shop and see if anything catches your eye!
	Finty: I still appreciate that box!
	Finty: Ah, a box! Thank you so much! Now I can carry all my inventory home at night and back in the morning! As a token of my gratitude, take this ugly--I mean beautiful, collector's edition card!^ 
	Wait a minute...it's not here! What happened to it? Well, here, let me ease your wounds instead!
	As a token of my gratitude, take these stylish biking shoes!
	Fine morning out, isn't it, my friend?  A fine morning for shopping! I just wish I had a box to carry my inventory around.
	Too bad, looks like you can't afford this item!  Come back later, when you have the cash!
	Finty: Ah, you have a fine eye! You need a better weapon, don't you? Blow your enemies to pieces for only $499.99!
	Finty: That money sack will allow you to accumulate money that you find in The Land! It's yours for a mere $869.99!
	Finty: Oh ho ho, here's a specialty item indeed: clip-in bike shoes so you can be speedy AND stylish! On sale now for just $299.99!
	Finty: Tired of shoving dust around with your piddling little broom?  Eradicate harmful dust particles with this state-of-The-Art vacuum cleaner! Just $749.99, or four easy, monthly payments of $199.99!


xxx	scene elevator
Floor?
1\n
2\n
3\n
4\n
Cancel
		end scene


music itself is maybe 300 hours..
maybe more time...doesnt really count design time when away from computer
melos school (10-2 - 12-15) average 3 hours a day? 4?  220-450
marina school, melos not, lots of sfx (9-15? - 10-1) (~90 hours)  
hard work till public demo, california, lots of sprites, dungeons finished (8-1 - 9-18) (300-500 hours)
till i get home (6-25-7-29) (80-160 hours)
non-marina summer - end of month demo release (6-9-6-24?) (40-80 hours)
End of spring quarter (5-27-6-8) (30 hours)
mostly retired.
60-70 hours?
+ ? for music-  SFX, Title, blank, overworld, street, bedroom probably 20? 
    
5-26-12 (??? 10 hrs? no clue check github)
did a lot of shit yo check commit looogs

5-21-12 (1 hr??)
draw some of the street tileset and its entities.
	
5-20-12 (2 hrs??)
fix inventory, add settings stuff
	5-19-12 (3 hrs? 4?) 
	some initial inventory stuff and logic, fixing some hole crap..draw order stuff
	
5-18-12/5-16?? (2 hrs?)
-some death mechanics.
-breaky floors?
-add character animations for stabbing

5-15-12 (2 hrs?? more?)
- i've stopped really keeping track of time, just committing to github
- add treasure actions
-mockup of inventory
-LETS MAKE FIRST LEVEL!!!

5-12-12 (1.5 hr?)

-events for door unlock
-some sfx for door/unlok keys
5-8-12 (1 hr)
holes!

??? (1.5 hr?)
keys?

	5-2-12
	-some gui mockup
	-health logic
5-1-12 (2 hr?)
-some basic event stuff checking
-fixed memory leaks
-pushy blocks actually almost work thank god
-add logic for movers
-do some itnro cutscene
    
    4-27-12 (2 hr?)
    -worked on songs
    -worked on intro drawing and some assets
	(36)
4-26-12 (1.5 hr)
-add save/load/reset...so far..
-some door crap. need to implement reading the arrray but its built fine
-oh happy day, doors work. but the fields tilemap is offset oops

4-20-12  (1 hr)
-back in action...pushy blocks

***
TWO WEEK BREAK
***

4-7-12 (1.5 hr)
- draw some tile sets., some other tile logic


4-6-12 (1.5 hr)
- Change slime hit SFX
- Draw a little of the broom
- Flashy slime death
- Permanence works for objects!
-

4-5-12 (1.5 hr)
-SFX for broom swing. Light that glows.
-Song for white dungeon place.
-Seamless audio.

4-4-12 (2.5 hr)
-getting back into the swing of things? broom pushes slimes
-Make laser charge/fire sfx, slime hit sfx, add logic for that.
-Add slime death anim/etc

3-30-12 (1.5 hr)
- Add laser's laser (heh) sprite, logic to make it shoot. Fixed some bugs, added a new array
    that represents the objects that aren't dame-generated (i.e., subsprites of the stateful sprites)

3-29-12 (1.5 hr?)
- Add Laser sprite and logic to make it flash

3-28-12 (3 hr?)
- Add basic header. 
- Add some grayish tileset
- Figure out more door stuff, fix
- Drew enemy or something
- sort of have a rough working of grid-local and map-local permanence, fixed some bugs iwth that

3-27-12 (1.5 hr?)
-Draw player sprite, animate logic..basic stuff
-Think of other sorts of tiles

3-23-12
- "broom" appears in proper direction

3-19-12 again? (2.5 hours)
- Got stateless/stateful sprite stuff to work with XML, cool
- fake block/sword/player sprite, attacking haha
- Did some stuff with doors...have transport but can't focus.
      need to fix collision bugs. also be able to set custom callbacks for each entity or whatever, yay.
      getting that thing where I collide early...

3-19-12 (1.5 hours) 
-Figured out getting state to persist. woo-hoo.
-Basic collisions with a fake slime sprite

3-18-12 (2.5 hours) 
- Figured out transforming the DAME generated XML into a serializable XML 
	with grid-specific sprites for dynamic loading. Groovy!
- Figure out more annoying intricacies with dealing with XML...but progress. sigh
	
3-17-12 (0.5 hours)
- Figured out exporter for real with the sprites. lua. literally worst thing in my life

3-16-12 (1.0 hours)
- Figured out exporters with lua. Can now make sprites and give them properties which will then be parsed with some xml dohicky here
- planned out more infrastructure

3-14-12 
- Planned out some infrastructure in journal

3-12-12
- Make screen transitions with solid tiles work.
- Add basic implementation of single push blocks

3-11-12
- Implement basic screen transitions with dynamic loading

EXTRA CARDS (x denotes i put it in the game)
#0...
x#36 : Hidden in death apartment (Young)
x#37 : Hidden in old bedroom (Dialogue rock)
x#38: Hidden in HOTEL roof (right)
x#39 : End of DEBUG gauntlet (old young sprite)
x#40 : End of CELL hidden area (Wall eye (something w/ seeing one?))
x#41 : End of SPACE hidden area (faces/entities)
x#42 : End of SUBURB hidden area (killer)
x#43 : Goldman's room (Goldman)
x$44 : Blank, islands (Broom)
x#45: Hidden in FIELDS (bttom roight)
x#46: Hidden in STREET (bottom)
x#47: Hidden in REDSEA  *bottom left
---
x#48 : In hard-to-reach extra NEXUS (empty)

Health ups: 
	x1. nw overworld (card gate 4)
	x2. (card gate 8) BEACH (far west)
	x3. (card gate 16) SUBURB
	x4. (card gate 24) CELL (Southeast)
	xcard gate 36. (end)
	xcard gate 47 - extra-blank-path-start
	xcard gate 47 (changed from 48 for a bit) - end of exra-blank-path
	xcard gate 49 - past portal there
	xcard gate 50 - finalbalnk
	x_Northwestern temple goes to BEDROOM, which goes to a dead end, goes to "CORRIDOR"
	-CORRIDOR is part of a place you can get extra cards in. It leads to two portals, one goes to OLDBEACH and other goes to OLDBEDROOM
	-logicall everything is in "DRAWER" for my convenience - grayscale and static are always on light/darkness alpha is debatable
	-can explore the OLDBEACH with hte swapor OLDBEDROOM. leads elsewhere?
	
	-Anyways with 46? or so cards, you can go up the extra windmill and cross the gate, going through that puzzly area takes you to...hmm..

	
dumb ideas:
	- flying, rotating dog corridor
	- lots of youngs walking in sync
	- islands of beach (old, older tilesets?)
	
ending

24 "chunks"

each takes 12 seconds

24 * 12 = 288 
12 non-cast chunks
12 cast chunks

first 6: Go, panning to the sky. Reach the top, fade out.

Then (panning)

Blank
Nexus
Street
Overworld
Windmill yooo
sage fight



Bedroom
Redcave
Crowd
Apartment
Hotel
Circus

Fields
forest
Beach
cliff
Redsea
End on GO. (Briar fight?)

"the end pic"

=========

go secret:
	
hotel (blue) - (5,3))
apartment (green) - (4,1)
circus (red) - (0,4)
Current doors:
	
DUNGEON DOORS (Dungeon-dungeon, or dungeon-outside)
0: C REDCAVE-REDSEA
1: bedroom <-> overworld
2: street <-> overworld
2: STREET-OVERWORLD
!!!!3: BEACH-FIELDS
4: NEXUS-BLANK
5: L REDCAVE-REDSEA
6: BLANK-BLANK
7: R REDCAVE-REDSEA
8: N REDCAVE-REDSEA
9: L REDCAVE-REDCAVE (STAIRWELL)
10: fields -- fields (Free roam) test (use later for something?)
11: BEACH-REDSEA
12: debug <-> fields test (use later for something?)
13: NEXUS-STREET
14: crowd-crowd 1st to boss, boss
15: crowd-crowd (1st to outside)
16: crowd-crowd (outside to 2nd);
17: crowd>crowd (2nd to 1st, boss)
18-24 (APARTMENT-SUBURB, center/sw/nne/ne/nw/top floor)
25 HOTEL-SPACE
26-30 HOTEL-HOTEL: 26 (hotel roof to 4th fl), 27 (SW 3-2) 28 (SW 2-1), 29 (NE 3-2), 30 (NE 2-1)
31 CIRCUS-CELL
32 (Circus psot-boss, basement treasure room)
33: OVERWORLD-FIELDS
34: FIELDS-WINDMILL
35: FIELDS-FOREST
36: FIELDS-TERMINAL
37: BEDROOM-SUBURB
38: CROWD-CLIFF
39: CLIFF-SPACE 
40: FOREST-CLIFF
41: REDCAVE-CELL
42: TERMINAL-GO
43: GO-HAPPY
44: GO-BLUE

(only 44 doors? swell! oh wait)
4: NEXUS-BLANK (ONE WAy?)
13: NEXUS-STREET
45: NEXUS-CELL
46: NEXUS-SUBURB
47: NEXUS-SPACE
48: NEXUS-FIELDS
49: NEXUS-OVERWORLD
50: NEXUS-FOREST
51: NEXUS-TERMINAL
52: NEXUS-GO
53: NEXUS-redsea
54: -windmill
55: -beach
56 blue
57 happy
58 circus
59 hotel
60 apt
61 crowd
62 redcave
63 bedroom
64 windmill
----
65 APT-APT_SECRET
66 CROWD pre-boss to somewhere
67 REDSEA-REDCAVE (item cave)
68 CROWD-CLIFF (item cave)
69 CROWD-Cliff (transition to space)
70 BEDROOM exit 2 to OVERWORLD (to suburb transition area)
71 GO secret.
72 REDCAVE secret. 
73: SUBURB family house (NO FILTER) 
74: SUBURB paranoid house 
75: SUBURB festive house  (NO FILTER)
76: SUBURB dead-couple house(card house)
77: SUBURB killers house  
78; SUBURB hanged house 
79: OVERWORLD-DARKPASSAGEs 
80: FIELDS - MONSTERCAVE
81 SUBURB blocked-off-house (Swap)
82 WINDMILL - BLANK 
83 OLDBEACH-DRAWER
84 OLDBEDROOM-DRAWER
85 OVERWORLD-HIDDENBEDROOM	
86 BLANK (concentric) - Blank ISLANDS
87 BLANK ISLANDS - Blank otherpath
88 finalblank - oldoverowlrd
89 oldoverworld - finalnexus
90 finalnexus - debug
91- finalnexus-finalblank
92 - CELL hidden portals
93 - fields-beach (rank's hose)
94 - REDCAVE-REDCAVE (boi)

card counts: bedroom: 4, redcave: 3, crowd: 3 , apartment: 3, hotel: 4, cirucs: 4
Total: 21

Overworld: 2
Fields: 2
Windmill: 1 (26)
Terminal: 1
Forest: 1
Cliff: 2
Suburb: 1
Space: 2 (33)
Cell: 1
Beach: 1
Redsea: 1
(36)


Drawer: 3

	
CIRUCS ENEMIES:
	
	-Javiera and Arthur (boss) - saving them - puzzle, and enemies?
		-Javiera is trapped in a cage
		-Arthur surrounded  by lions
*** Need some sort of limited thing you attack that can drop health sometimes - e.g. bushes, pots
*** Nexus doors: Overworld, street, should have some sort of animation (like the elevator). One in every area except dungeons. Possibly two in the bigger areas - one close to the dungeon entrance

========
Functions of secondary areas...involving obtaining growths and story explanation. Incorporate dungeon mechanics?
	Overworld - some long block pushing puzzles because why the heck not? NPCs will give you the growths (cards)
	Beach
	Redsea
	Forest
	Plains
	....


Circus dungeon ideas: - speed tiles up on paper...large, turtle-rock-LA-esque
Circus Boss ideeas:  Hand in hole, things chase you in circle..

hotel structure: fl 4 is separate. fl 3: 3 locks, 2 keys. one goes to growth, one to 2nd floor where you can find a growth and a key, the other to 2nd floor where you can find two keys and the two stairwells that go down to the 1st floor. floor 1 has 2 locks, and 1 key in the case that the player did everything on floor 2 and 3 first. 


others:
figure out explanation of minimap



ideas for entering APARTMENT:
	
ideas for CIRCUS mechs because i'm too lazy to write
entrnce: CELL is between circus and redcave
tileset: a pebbley/dirt ground path/?
mechs: fire rings..uh


ideas for HOTEL mechs "" "" 
tileset: potted plants, desk, tiles, carpeting. nice ornate walls, wall lamps. Beds, etc.
mechs: An elevator. room you enter, looks the same, touch a certain sprite, set a state var, sends you to that place. 
			-Try to get to the bottom of the hotel to reach the boss.
			-Maids - behavior is triggered by picking up dust(for yet another use of dust... ). behavior is to follow you, and grab you and pull you into a hole. you can kill it but risk being pulled. dropping the dust when it's not aggrod by the broom means it will stop chasing you.
				-could put multiple of these in a room to create some tension when riding Propelled etc.


APARTMENT notes:
	First floor - 1 growth,2  keys - 1 key needed to take the stairs to the 2nd floor area that leads to the 2nd growth - key needed
			-The bottom door leads to an outside area that will end result be a lock that goes to the 3rd floor
			- The top right door goes to where youcan find another key.


BIG DOORS (req, desc)
1 - Open nexus-street door
3 - Overworld-plains entrance

How to...open up the 2nd set of 3 dungeons?
-Cutscene? 
-Silhouettes on some sort of world map (maybe fade them in)
-Each of first 3 bosses killed breaks the layers of this button(?) which opens up the other 3
-Blocking the terminal: Have 3 torches, 1 for each of the last 3 bosses (kind o flike super metroid)


DRAW ORDER:
	1. Background  (0)
	2. BG Tiles, including animated tiles that don't need depth (0)
	2.1 Anim tiles
	2.2 BG2
	2.3 flat_gadgets
	3. 'Sortables'
		- Player, light, entities, animated tiles that need depth.
	3.1 fg sprite group
	4. Header
	5. Darkness,
	6. Screen fade out/in
	7. Death overlay
	8. Various popup messages
	***Deal with edge case with cracked tiles and holes etc!!
		1. Push into anim_tiles
	Handling drawing the player and monsters together:
		encapsulate into flxgroup. give flxgroup a y value, based on its draw-ref so we can sort groups next to sprites and have everything in the group drawn sanely. for monsters, do this in spritefactory
	handling 'sortables'
	1. Everything in otherobjects, stateless, statefuls (ugh) get added into "Sortables"
	2. On every call to draw (or every other if performance is bad), sort "sortables" by y coordinate.
	3. On screen transitions, like normal move out the old objects from the 3 arrays, but need to both delete them from sortables, their "old_array", and null them
	
	
--get hlped by some small race of things throuh some area
--the dungeon is them next to a predatory race, you can take an easy route but
--they all die horrible deaths...or not

NEXUS DOORS:
- positioned in a large circle (a-la-yume-nikki), but themed floors around them
- unlocked by going through the correct one in the other map 
    - To do this - just an array of "open or not" somewhere - where the door lookup executes and checks this array, if it's false, then if not in nexus open it. use constants for the lookup arrray, as well as mapping to the frames in DAME.
    -CONSTANT for each pair. enum'd in door.as or whatever. 
    -On door callback, if the door frame is one of the nexus-somwehre else pairs:
        -If in nexus, check the "doors unlcoked" array and act accordingly
        -Otherwise change the doors unlocked array to true.

FALLING THROUGH FLOOR TO BELOW FLOOR:


DIALOGUE WITH NPCs:
	

EVENTS:
	
XXXXXA guy that follows you in the street. He is lit up and oscillates behind you, then disappears. (this could be at
 the ending of the street tutorial area.
-Walking through an "orange storm" of decreasing noise until reaching the beach.
	
PUZZLE IDEAS

1. Flipping rows of tiles, stopping the flipping by placing blocks on them. Uses some special item.
2. Jumping on the correct set of tiles in succession.
3. Dusting can clear a path for pushable things that keep traveling. Need to weigh down some buttons.
4. XXXDusting blocks lasers, so with two you can effectively push a laser back.
5. Little diagrams hidden somewhere, then you place dust on a grid somewhere to unlock something

ENEMY IDEAS
1. XXXFaces one way, slow, only vulnerable from the back.
2. XXXPew pew
3. XXXCircles you
4. Roughly follows you, tries to poke


RANDOM IDEAS
1. "I don't think there's anything to see here" easter egg room?
2. Leave a hole in one room. Use directions elsewhere to navigate.

"GROWTH" ideas (the key items)
1. They hold off an area at the end of the game. They lead to some sort of final area representing 
   mental growth?
2. the shape: small plants? little glowy balls?

TILEMAP IDEAS

The entrance realm drops you into this light area...sky like, with strange engraved tiles. slight glows show where is walkable and where is not
To the left you can see waht is the beginning of a broken staircase. 
to the north are a set of signs. upon growing enar there is a highlight to look at them.
these signs explain how to save and change your controls.

continuing to go north, there is a lot of dust to your left, just floating there.
going north again, the world darkens and there is what seems to be the entrance to an alleyway, 
which leads to the street mini-dungeon...

SETTING-THE-CONTROLS TUTORIAL IDEA

1. In a single room that dynamically changes.
2. 	"You may find exploration difficult without the ability of movement."
	"Move over here with UPKEY DOWNKEY LEFTKEY RIGHTKEY".
	"You may press ENTER if would like to set an alternate means of movement."
	"Now...if you were to use an ability...what key would you press?"
		"You're already using that one to move. Try another."
		"ACTION_1? If that's right, move over here. Otherwise press another key."
	"Okay, what if you were to use a second ability? What key would you use?"
		"You're already using that"
		"ACTION_2? If that's right, move over here."
	"Great. Press ENTER to access the menu and modify these controls further as you see fit."
------> some intro cutscene 
------> boom street bumbumbbum

XXXGETTING THE BROOM. ("ENTER" (or pause key) dialogue pops up)
XXXInstructions should be self-evident on the screen ( ACTION_1: Set Item 1 ACTION_2: Set Item 2 ACTION_3: KEY ITEMS ...etc)

GETTING THE MAP
:PRESS ACTION_3 TO PULL UP THE MAP
	


OLD
------------

health bar implementation:
	
	5x5 squares, spaced 1 pixel apart, in a N x 2 array.
	
	HealthBar FlxGroup class.
	-Has a pool of 20 blocks, and a parameter of how many it actually has
	-keep an index of lowest index block that's full. taking damage will lower this counter and mark things as visible
	-restoring health the other way
	
	numbered like:
		
	3	1
	4	2
	
	A player is associate with the health bar, damage things on the player should reduce its health bar in the gui.
	(Invincibility timer for player as well!)
	


TIGSource Devlog
5-27    1/0     -       -
7-4     32/1678 11/437
7-6     33/1773 11/503
7-7     34/1866 11/513  2/256 (inspration adave)
7-10    34/1969 11/548  2/314
7-14    37/2196 11/576  2/336
7-17    42/2371 11/589  2/345      
7-21	46/2596	11/607	2/350
8-7		51/3184	
8-12	56/3512
8-18	62/3861
8-28 	79/4747
9-1		85/5092		10?/702 (defunct feedback)
9-3(1am)88/5208
9_4 (00:18) 88/5255
9-5 (03:07) 89/5327


Greenlight page

Started: 12:56 pm, 8-30; 
8-31 (1:30 pm) ~4500? ~5000?
9-1 (1:30 pm) 6,333 /  362
9-2 (1:58 pm) 7358/413
9-3 (1:15 am) 7641/432
9-3 (22:42) 7925/459
9-5 (02:51) 8234/491 (1%!)



indiedb (since 8-13)
9-1? 3992/41
9-3 (1 am) 4108/42
9-3 22:42 4266/42 (38 "today")
9-5 (03:08) 4462/42

Here's a list of all things that can be done for polish, if time allows.

By time allows, I mean AFTER
All level design, SFX, music, tilesets, animations, dialogue, entity programming
are done.
Concurrently with testing is probably okay.

1. REDCAVE boss burns away when dying - this would be done programmatically but Marina can pick the colors.
2. HOTEL boss's pupil/iris or whatever follows your movement. Involves splitting the sprite into 3 layers - base, eyelid, eye..thing.
xxx3. The HOTEL boss periodically appears in water throughout the dungeon at a random chance.
5. on TITLE SCREEN, starting the game, the current frame is split into rectangles and squares and shattered
6. Bonus pictures and short song clips with the collected cards

sfx

Player:
	
	x-Broom attack (3 variants, randomly played)
	x-Getting hurt 
	x-Jumping up/down 

	bedroom:
		slime - move, splash, shoot (All done)
		
Redcave:
	Mover - move (done), die (done)
	On/off - steam attack: (done);
	Four shooter: shoot (done) pop, (done)
	Red Pillar slide into hole (done)
	red cave rise (done) 
	Slasher - attack (done)
	Redboss (done) 
	
Crowd:
	Dog - Bark (done), dash  (done)
	Frog - attack/pop (done)
	Person - (done) 
	Spike roller - fall (done), hit wall (done)
	moving platform - start, stop (done)
	wallboss - hurt noise, fist fall, fist hit, fist small fall, laser charge, laser move, spit noise (bubbles but more menacing?), bubbles hitting, death sound, flooor crack (all done)
	
	
apartment:
	gasguy: gas attack, floating noise? (donedone)
	teleguy disappear sound (done)
	silverfish alerted noise DONE
	rat sqeuak when turn DONE
	dash trap - hit (done), move (need a new one, uses slasher atk)
	splitboss - (split noise), ball appear, ball shoot noise, dash noise, hurt, dying, screen glowing sound (Rising sound) DONE except glowing/dying

	
	
Hotel enemies:
	Dustmaid - (done) - maybe being missed?
	burst plant (done)
	steampipe (done)
	eyeboss: blink, poof, bounce, splash, shoot/explode, hurt noise
		-todo: jump out of water, land, get killed stuff (more or less done)
circus enemies:
	fire pillar (done)
	contort (distorted big laugh, distorted small laughs)
	lion - hurt (done), fireball (done), dash(a roar of sorts?)
	dash pad - on 1, on 2 (both done)
	arthur/javiera: pick up, throw, jump, land, shockwave die, hurt, death scream
General
	-Walk into door (Done) 
	- Health pickup (small, big, heath up)
	- elevator (done)
	-
	
	
MUSIC:
	
	
	xBoss - Done, might increase amplitude
	Mitra - done
	Title (Briar/Young's theme) - Done
	Ending Theme/Credits - mostly done
	
	Bedroom - Done
	Redcave - Done
	Crowd - Done
	Apartment  - done
	hotel-roof - done
	hotel - done
	Circus - done
	
	Blank - Done
	Nexus - Done
	Street - Done
	Overworld - Done
	Fields - Done
	Beach - Done 
	Redsea - Done
	Forest - Done
	Cliff - Done
	Windmill - Done
	
	Suburb - done
	Space - Done
	Cell - Done
	Terminal - calm verson done
	sage fight: done
	Go - done
	Happy - done/done
	Blue - Done
	ending: done
	
	
track list


1. Intro (Young's Theme)
2. Blank 
3. Nexus 
4. Street
5. Overworld
5.5 Mitra
6. Bedroom

7. Fields
8. Windmill
9. Forest

10. Cliff
11. Beach
12. Redsea
13. Redcave

14. Crowd
15. Space
16. Cell
17. Suburb
17.5 Soft
18. Roof
19. Hotel
20. Apartment
21. Circus

23. Game Over

24. Terminal_Init
25. Sage Fight

26. Terminal_Final

27. Go

28. Happy_Init

29. Happy
30. Blue
31. Briar Fight

32. Ending 

Outtakes

1. Older_White_Palace
2. Old_White_Palace
3. Old_Bedroom
4. Old_Happy 
5. Older_Terminal
6. Old_Terminal
7. Gladys
8.  Boss (Generic)

Extras
1. Alpha Demo Trailer Song
2. Reminiscences of Young Video Song

Exit dead room bug:
	- crashes game - push new build if someone complains...?
	- i need to push a fixed humble at some point
	- and a fixed ios at some point, not really major

jp :
	-verify steam Works with 
		x-windows
			To do this: run PackageApp_Win.bat , produces standalone. Then run the anodyne_windows.nsi script
				- How do I update the init() function in the ANE??
		x-MAC 
			- Stick bin file in a mac
			- Run package_mac.sh
			- Copy back to windows after zipping
		x-iOS
			x-Run package APPSTORE on tassadar, need graphical session open though
		-Linux
			- run some script on my laptop?
	- Package:
		xWindows EXE
		Mac DMG
		Linux Version
		iOS .ipa
		Android .apk
	- Distribute:
		Steam 
			xWindows
			xMac
			xLinux
		GOG 
			Windows
			Mac
		Humble 
			xWindows
			xMac
			xLinux
	
	x- Get release date
	x- Put release date on steam page	
	x- Change Steam store page to japanese
	x- M
	x-verify startup lagnuage change works on japanese computer
	x-Test with brand new game that system startup is respected and then saves override itake trailer - re-record hive of demons, intro, change last picture
	x- allow choosing in mobile options menu
	x change font elsewhere when needed
	x allow choosing on desktop options Menu
x-split owrds that are too long (> 18 char)
x- change font used on en/non-en
x-serialize language choice
xfigure out how to get my steam thingies back -sep branch?
xtoggle on startup based on settings in-game - need to use different reference for bla hlbah



	
-----------------
Level Editor:
Select from menu

Editor similar to current game. outline rooms - exports to file

------
iOS build
--------

- Caveats
- Make sure "1" and "2" set in supported  profiles 
- Make srue expanded resolution is on
- Make srure have correct dimension images, all the icons
- Testflight: make sure everyone is always added
- Make sure the auto-home-kill-app is off

VNC - http://forums.macrumors.com/showpost.php?p=7221295&postcount=20
	Follow the instructions (updating plists, stopping/starting)
	Rebooting the computer works well. Then I used "TightVNC".	


x- Add portrait mode
x- Add auto-detect
x- Fix touch detection with UI
x- Fix pause menu for android/iOS
x- Back button on Android should act as "back" button
x- Add moving the UI. Make sure no overlap with game or other buttons
x- Add saving the UI, loading it
x- Fix touch bug, fix game starting or resuming with wrong orientation, fixed game getting cut off by on-display status bar
- Add moving around young with touch.
- Android: Fix status bar messing with stuff for default

pushing out update for 1.506
Humble Store:  
Steam: Mac, Win, Linux 
GOG: 

1.507 fixes
-?
-fix 50 cards

1.506 fixes
-Joypad support for windows and mac
-Change redcave room so you can't die (easily) when a tentacleis retracting
-Fix apartment/hotel doors letting you jump out of map
-Steam Achiveements serialized
-Window resizing fix
-Saves volume setting
-Big gates opening don't stop you from attacking after they are open before you leave the screen once
-Redboss doesn't make noise when attacking when dead, song starts properly if you die once and try to fight again
-Harder to skip wallboss
-Fullscreen setting really works now
-Fix fields map so the minimap is correct
-Tweak blue, circus to be a bit easier
-make clues to get through maze better, fix unfair chaser placement

1.5055 fixes
- Gold area NPCs don't let you walk through walls now
- GO Puzzle re-instated with actual clues.
- Falling in holes is a little nicer

1.505 fixes
-save window settingss
-quit room -> tite -> continue freezes

1.504 fixes

-Redcave hole bindings
-Forest minimap fix
-Card calculations
-Remove GO puzzle
-Tentacles in redcave stop you from moving till cutscenes start
-No OHKO from Those Enemies
-Cicada in suburb won't freeze you
-Title screen song loops now


---------
x-Make dust not get stuck on shore when you walk off - snap to nearest water?
-xnew title stuff
z-fields grass foot
x-window resize begn
-xdams in blue/happy
-xDust under Miao, keep in NW part of fields
-xcard placement spinning change
z-sweep lion fire
x-super bat sprites
z-new slime bullet	
x-big health srite
x-Add sprite for nexus gateway lighting up when done.
x-fix slime bug
-xsend build to friends tomorrow morning
x-change checkpoint behavior (autosave only happens when you set a checkpoint by default)
	- force stepping on one in street
x-fix lonk
x-check suburb blocker guy 
x-terminal solid tiles
x-Ending overlay
x-Happy npcs
x- Make sure water anim scripting in blue/happy/go work
-xENDING: Sage fight, briar fight, final end picture, "cast photo".
x-Scenic CLIFF bg for the beginning of credits.
x-do scripitng for demo blocking off FIELDS doors.
x-record footage for trailer
x-write trailer song
xadd page four of cards
xnexus pad doors - placed at topleft
x- find way to "get out of water" faster
x-fix water in walking into walls
-xgmae freezes on restart WHY? 
-xfalling in crowd not good - go out of bounds while falling into boss world
x-walking in mitra scene...no!
x46:00 - red boss - died, went back to northern entrance, disappear?  - Something about sortables and adding, not being removed.
-xget stuck idle after talking to rock in REDSEA
x???can't move down in "save" select with chepoint
xDialogue deltas - create the structure from disk, check the save file, if the save file's exists, then copy the save file's state over to the disk state tree.
xDelta method for XML tree
xwalking to sage, talking once, quitting and starting new games crashes game (get default "." text)
xStarting/stopping crashes game with air? maybe a debug issue? happened in street <-> title
xpersons walk int ocrowd
(x?) correct handling of interrupts with mobile (BGing, volume?) 
(x?)give way to exit with mobile
(x?) handedness for mobile
(x?) make actions work on tap, not on off
(x?)switching functions broom/jump
xmini-minimap for dungeons - mad etileset
x- IS the water anim broken? or will anim tiles stay(well, they should, so I should be oaky)
x-Getting ending stuff to work with the events
x-forest briar?
x sage dialogue buton things
x Reduce sounds playing at once with pew lasers and flame pillars
-Check samples of songs
x-Correctness of cards
x-Checked map transitions	
x-Checked item picking up working
x-Relatively thorough save checking
x-REsolution switching works
x-All debug modes off...

x-Add way to resize window if extra space shows
	x-*** Allow changing from in-game. works with saving
	xboss: add some sort of feedback that the slow things slow you down
-xFinal boss design
x-last 2 areas design
-xswap doesnt work in first room afte rentering a map
-xLeft red cave won't rise..?
x-shieldies slimes need to fall into holes somewhat more ocnsistently
-xturn off ambiance with the volume
-xminor graphics glitch with reflection
xPROPELLED ISSUE
xdashes go under dust (?? fixed?)
-xStructure doors for IGF entry ,dialogue thing...
xMinimaps + elevators and then dying don't play well? (1st -> 3rd, fill in, die, or take elevator)
xhealth bar still? (etan had a lot from the save file?)
xtiny contort shadows still show
xslime shoot things too transparaent
x-chaser sfx (reuse mover)
x-return to nexus function for outside of dungeons
xUp the boss health, increase letency
xreset gates and boss health when leaving room or dying
x-biofilm thing
x-arrows for int scale prompt
x-resolution switching that is more custom
x-saving of resolution
xpixel push need to be reset when dead
xmake ro
xcheckpoint before fuck you up roomtator balls flash for a bit before the y can hurt you
xcircus dust doesnt work
xdust management when using as a raft isn't done right
xarthur reset state after dying
xjump down slime before boss
xsong stops after dying/
xdash trap room issue?
xdouble spike roller remove autojump, or make into a spring
xoffset fucked up when dying from flame?
xfix rat hitting too close
x-nexas fucked up
-xslasher reduce hitbox
-xshoot laser reduce hitbox
-xminimaps still fucked up	
-xsuburb doors to apartment stil messed up
x- make it more obvious to figure out dust raft
x-put chasers into dame
-xdebug chasers
x-voluem things with windmill gates
x-windill cutscenes7
x-make sure the states save correctly
x-make sure dungeon statues work
x-bats go off screen and bump you back
-xelevator dont new a playstate
-xfix stnading position when entering nexus
x-slime health needs o drop where it is killed
x-stuck falling after dash jump (Fixed?)
x-javiera sometimse run the wrong way
x-door sound for entering/exiting
x-down broom a little too high up
x-walk thru block in blank
x-door freezes end of demo (fix ref)
x*shieldies hold down buttons whendead	
x-way to return in opposite direction through first bedroom room north of entrance
x-big key in post-bedroom respawns after picked up
x*Fix resolution scaling for H > W
x-move playstate over to recycling
x-minimap reset on delete
xdeath message doesnt appear after you ie onces
x-make alt tabbing not move game to left...
x-exit from game option?
x-fix controls screen on main menu
x-contorts go off screen
x-teleguy doesnt play right anim when moving after teleport
x-add health cicadas to bosses
x-stop/start songs w/ bosses	
x-remove health drops from bosses
x-hide broom on jump
x-silverfish don't move correctly when gassed
x-multiple ??? !!?! in dialogue allowed without line break
x-rats hit invisible dust
x-gasguy gas hits too early
x-gasguy doesnt have correct latency between getting hit
x-darkness changes happen during transitioni, not after
x-add keys to inventory
x-big gate opens
x-foot overlay disappears when attacking
x-fix draw order of player (foot overlay goes behind player)
-xxcheckpoints respawn you in the wrong map (go to bedroom, exit to overworld, save quit)
-xtouching sadbro freezes you
-xcan't attack to go through overworld sage scene
x-key anim
xadd health cicada to rooms
x-autosave icon
xfix checkpoint
x-pew pew need to spawn laser closer
xslime drop too much health
x- leave menu with enter key
x-Add "resets_pos" property to script generation - resets the
x- new splosion sprites w/ shieldy and slime
x- recoil flips you?
x- Sync broom to player, draw order
x- explain npcs
x- Fix health bar
x- get menuw orking with new gfx
x-auto jump shadow only get big
x- no minmap with z
x- make auto-jump not work when leaving menu
x- make player shadow disappear when landed 
x- stop player when attacking
x- Make moving platforms jump only
x- move left/right on ladder

Demo: 9-16

Webpage (Google analytics, per day), estimated demo downloads - deleted copies reset the counter, so it's a rough guess. add ~80 to the base mediafire count to account for ones i deleted
9-17 1262 80 # Mostly reddit
9-18 373 150 #still mostly reddit and then a few directs
9-19 385 240 #mostly idniegames, a few pcgamer -  
9-20 180 290 # 143 in the morning of the air installer
9-21 111 310? # no clue

TIGSource Devlog
5-27 12:00 1/0
7-4 12:00 32/1678
7-6 12:00 33/1773
7-7 12:00 34/1866
7-10 12:00 34/1969
7-14 12:00 37/2196
7-17 12:00 42/2371
7-21 12:00 46/2596
8-7 12:00 51/3184	
8-12 12:00 56/3512
8-18 12:00 62/3861
8-28 12:00 79/4747
9-1 12:00 85/5092
9-3 01:00 88/5208
9-4 00:18 88/5255
9-5 03:07 89/5327
9-6 09:36 90/5438
9-6 23:49 91/5517
9-8 00:26 92/5579
9-8 21:54 93/5690
9-10 00:55 95/5819
9-10 22:10 95/5917
9-11 23:09 100/6071
9-13 12:31 102/6226
9-14 16:06 103/6358
9-15 23:09 106/6520
9-16 22:19 117/6697
9-17 23:40 119/6809
9-19 00:50 124/6976
9-20 01:41 125/7066
9-21 00:05 126/7162
9-22 00:20 127/7250
9-23 00:16 12?/7311
9-23 23:20 128/7359
9-24 20:13 129/7472	
9-26 00:59 130/7549
9-27 00:16 131/7646
9-27 23:29 138/7765
9-29 08:19 141/7965
9-30 00:32 142/8051
10-1 00:18 143/8164
10-2 00:57 146/8359
10-2 22:27 148/8495
10-4 00:25 149/8585
10-5 17:09 150/8776
10-6 22:37 157/8970
10-9 01:13 162/9345
10-10 01:18 162/9438
10-11 09:41 163/9517
10-12 10:25 165/9619
10-14 17:32 172/10040
10-15 23:29 173/10243
10-17 00:55 178/10456
10-18 01:17 180/10600
10-19 01:47 182/10735
10-22 01:55 186/11025
10-23 01:05 191/11208
10-24 09:58 193/11393
10-26 20:21 195/11633
10-28 01:53 200/11834
10-29 00:45 205/12042
10-30 10:14 206/12237
11-2 01:38  230/12823
11-5 10:08 243/13279
11-9 02:00 252/13909
11-10 01:40 253/14039
11-11 12:53 257/14235
11-14 01:42 265/14659
11-15 13:13 268/14855
11-18 22:58 272/15255
11-20 01:07 276/15394
11-23 23:30 283/15983
11-25 00:52 288/16196	
11-28 00:15 294/16586
12-1  10:20 301/17039
12-2 01:52 303/17165
12-3 03:37 305/17287
12-6 02:21 309/17670 
12-7 02:02 310/17761
12-11 01:33 313/18118
12-16 00:56 317/18613
12-19 11:32 318/18840
12-24 02:59 320/19200
12-27 12:18 325/19604
12-29 11:56 325/19784
12-31 11:08 330/20113
1-2 17:32 342/20589
1-6 00:06 350/21065
1-9 10:34 368/21839
1-10 13:49 370/21962
1-14 21:19 373/22321
1-16 01:37 377/22583
1-18 00:20 379/22751
1-21 12:43 381/23102
1-23 02:59 389/23440
1-29 01:49 400/24266
2-3 16:23 407/24991
2-5 19:51  430/25696
2-6 22:09 444/26138 
2-8 09:52 462/26693 
2-9 15:58 466/26910
2-12 20:20 473/27418 
2-14 02:42 473/27544
2-15 06:27  474/27671


Greenlight page

Started: 12:56 pm, 8-30; 
8-30 12:56 0 0
8-31 13:30 4500 260
9-1 13:30 6333 362
9-2 13:48 7358 413
9-3 01:15 7641 432
9-3 22:41 7925 459
9-5 02:51 8234 491
9-6 09:33 8555 512 
9-6 23:49 8663 520
9-8 00:25 8811 528
9-8 21:48 8933 535
9-10 00:55 9055 540
9-10 22:11 9286 543
9-11 23:08 9428 555
9-13 12:29 9731 564
9-14 16:07 9957 569 24
9-15 23:08 10181 575 25
9-16 22:20 10341 577 25
9-17 23:39 10483 578 25
9-19 00:50 10663 589 27
9-20 01:40 10800 604 27
9-21 00:09 10956 610 27
9-22 00:20 11143 616 27
9-23 00:15 11391 621 28
9-23 23:20 11641 622 28
9-24 20:13 11757 623 28
9-26 01:07 11909 626 28
9-27 00:14 12054 632 29
9-27 23:29 12163 636 29
9-29 08:19 12297 637 29
9-30 00:32 12362 640 29
10-1 00:18 12474 643 29
10-2 00:58 12552 644 29
10-2 22:19 12640 647 31
10-4 00:24 12727 653 31
10-5 17:06 12866 658 31
10-6 22:36 12964 660 32
10-9 01:15 13122 660 32
10-10 01:18 13181 661 32
10-11 09:43 13255 661 32
10-12 10:26 13309 662 32
10-14 17:32 13533 666 30
10-15 23:27 13660 669 30
10-17 00:56 13737 671 30 56
10-18 01:16 13807 672 30 55
10-19 01:48 13858 671 30 55
10-22 01:55 14034 674 32 55
10-23 01:05 14084 674 32 55
10-24 09:58 14145 675 32 55
10-26 20:20 14283 677 32 55
10-28 01:53 14501 687 32 54
10-29 00:44 14562 689 32 55
10-30 10:14 14615 691 32 55
11-2 01:38 14664 692 33 55
11-5 10:08 14782 696 33 55
11-9 02:00 15079 702 33 54
11-10 01:40 15164 706 34 54
11-11 12:53 15325 710 34 54
11-14 01:42 15690 722 35 55
11-15 13:13 15803 723 35 55
11-18 22:58 15987 728 36 53
11-20 01:07 16034 729 36 53
11-23 23:30 16180 733 36 53
11-25 00:52 16228 733 36 53
11-28 00:15 16346 739 36 53
12-1  10:20 16698 743 36 56
12-2 01:52 16758 744 36 56
12-3 03:27 16855 744 36 56
12-6 02:21 17066 749 36 54
12-7 02:02 17130 751 36 55
12-11 01:33 17395 753 36 53
12-16 00:56 17640 760 36 53
12-19 11:32 17784 763 36 53
12-24 02:59 17911 768 36 52
12-27 12:09 17972 770 36 52
12-29 11:56 18020 771 36 51
12-31 11:08 18058 772 35 51
1-2 17:32 18106 771 35 51
1-6 00:06  18175 773 35 51
1-9 10:34 18287 777 36 49
1-10 13:49 18337 780 36 50
1-14 21:19 18477 786 36 48
1-16 01:37 18534 788 36 51
1-18 00:20 18655 791 36 51
1-21 12:44 18907 798 36 51
1-23 02:59 18989 801 36 51
1-29 01:49 18653 812 36 50
2-3 16:24 18935 824 35 49
2-5 19:51 20194 885 36 55
2-6 22:09 21059 939 36 59
2-8 09:52 22404 980 37 64
2-9 15:58 23425 1036 37 68
2-12 20:20 26432 1159 37 81
2-14 02:42 27992 1216 37 87
2-15 06:27 28937 1236 37 90
2-15 11:12 30642 1301 38 199
2-15 13:48 31371 1322 38 197
2-15 15:47 31876 1343 39 194
2-15 17:09 32217 1360 39 191
2-15 21:52 33187 1395 40 186
2-15 23:37 33445 1408 40 186
2-16 00:59 33644 1418 40 185
2-16 11:46 35324 1489 40 181
2-16 14:10 35824 1505 40 179
2-16 16:08 36212 1518 40 177
2-16 20:07 36866 1541 40 175
2-17 10:04 38545 1608 40 165
2-17 17:08 39742 1649 40 162
2-18 01:32 40705 1684 40 160
2-18 10:20 41223 1700 40 159
2-18 16:56 41658 1716 40 158
2-19 01:50 42079 1734 40 156
2-19 13:07 42548 1750 40 155
2-19 21:55 43115 1776 40 155
2-20 12:15 43694 1793 40 153
2-20 20:06 44053 1815 40 151
2-21 01:51 44230 1823 40 151
2-21 09:26 44434 1829 40 150
2-21 21:43 44884 1839 40 150
2-22 17:37 45490 1851 40 148
2-23 07:52 45976 1856 41 147
2-23 19:30 46489 1869 41 147
2-24 01:36 46705 1874 41 147
2-24 11:24 47054 1878 41 146
2-24 15:36 47262 1884 41 146
2-24 21:57 47537 1895 41 146	
2-25 03:27 47668 1898 41 146
2-25 13:13 48012 1907 41 146 
2-25 20:35 48520 1918 41 145
2-26 17:00 50032 1980 36 100
# 24,225 yes votes at time of greenlighting

videos on youtube
2-24 01:41 357
2-24 11:25 361
2-24 20:01 370


indiedb (since 8-13)
8-13 12:00 0 0
9-1 12:00 3992 41
9-3 01:00 4108 42
9-3 22:42 4266 42
9-5 03:08 4462 42
9-6 09:34 4910 42
9-6 23:50 5073 42
9-8 00:25 5290 44
9-8 21:51 5649 45
9-10 00:55 5894 45
9-10 22:11 6064 45
9-11 23:08 6388 50
9-13 12:30 6679 52
9-14 16:09 6841 53
9-15 23:09 7265 56
9-16 22:21 7376 57
9-17 23:40 7576 57
9-19 00:51 7997 58
9-20 01:40 8185 60
9-21 00:07 8266 61
9-22 00:22 8401 62
9-23 00:15 8667 62
9-23 23:20 8837 62
9-24 22:13 9083 63 
9-26 01:00 9297 63
9-27 00:17 9485 64
9-27 23:28 9623 66
9-29 08:20 10014 68
9-30 00:32 10127 68
10-1 00:18 10234 69
10-2 00:58 10328 69
10-2 20:19 10480 69
10-4 00:24 10626 69
10-5 17:07 10760 70
10-6 22:36 11156 73
10-9 01:15 11407 74
10-10 01:17 11503 75 
10-11 09:43 11573 75
10-12 10:26 11612 76
10-14 17:32 12686 79
10-15 23:27 13092 83
10-17 00:56 13220 82
10-18 01:16 13309 82
10-19 01:48 13450 82
10-22 01:55 14186 86
10-23 01:05 14449 89
10-24 09:58 14583 90
10-26 20:20 14780 91
10-28 01:53 15761 94
10-29 00:44 16098 94
10-30 10:12 16226 95
11-2 01:38 16818 96
11-5 10:11 17413 96
11-9 02:00 17750 97
11-10 01:40 17899 97
11-11 12:53 18832 102
11-14 01:42 19232 102
11-15 13:13 19353 102
11-18 22:58 19678 103
11-20 01:07 19781 103
11-23 23:30 20802 105
11-25 00:52 21038 105
11-28 00:15 21738 106
12-1  10:21 22383 107
12-2 01:52 22607 108
12-3 03:27 22775 108
12-6 02:21 23085 108
12-7 01:59 23157 109
12-11 01:33 23618 111	
12-16 00:56 24353 113
12-19 11:32 24735 113
12-24 03:00 25529 113
12-27 12:09 25796 115
12-29 11:56 26495 119
12-31 11:08 27112 119
1-2 17:32 27566 119
1-6 00:06 28512 121
1-9 10:34 29144 121
1-10 13:49 29328 121
1-14 21:19 29982 123
1-16 01:37 30117 123
1-18 00:20 30309 123
1-21 12:47 31651 128
1-23 02:59 31862 128
1-29 01:49 33146 140
2-3 16:25 40654 161
2-5 19:51 43377 187 
2-8 09:52 46101 214 
2-9 15:58 47656 223
2-12 20:20 50490 245
2-14 02:42 51298 247
2-15 06:27 51829 247

Hi! You can open these .RPP files in REAPER and then export to MIDI to use elsewhere.

Open source music! You'll need REAPER to see these. Everything can be found freely . For songs with no soundfonts, that means it was all driven by some other synth. As long as you have all the VSTs and point REAPER to them as needed you should be good to go.

Soundfonts, using sfz

EB: Earthbound soundfont
MD - Ultimate Megadrive Soundfont
VW - Vintage Dreams Waves
CT - Chrono Trigger (only used in one outtake I think)
H - Harp (not sure where found..)


VSTs:
NES VST 2
sfz (for loading soundfonts)
CMT BITCRUSHER 1.01
TAL NoiseMaker
magical 8bit plug

1. Anodyne: Arpeggios - Brightness, Lead - Choir 1

2. Blank n/a


3. Nexus: Organ 2 (MD)

4. Street: Both are Brightness (MD)

5. Woods: n/a

6. Temple : Brightness, Choir, Nylon 1 (All MD)

7. Seer: same as temple

8. Friend: Choir Pad (MD), E PIANO 1 (MD) ,Mellow piano 1 (EB)

9. Fields: Harp GM (H), Brightness (MD), Nylon 1 (MD)

10. Windmill (2nd part of fields.rpp), from tracks 1-4: harp gm (H), brightness 1 (MD), nylon 1 (MD), magical 8bit

11. forest : flute, organ 2? (MD)

12. Cliff : 

13. Beach : TAL Noisemaker, Brightness (MD)

14. Sea

15. Grotto 

16. Rogue

17. Cavern - Nylon guitar (MD) 

18. Wall - Nylon guitar (MD), nylon guitar (MD) ,Dance kit (MD)

19. Space

20. Suburb - all ymck magical 8bit, track 5 is sustained harp in (VW)

21. Soft - rhodes (EB), reasynth, pokey bass (EB), choir pad (MD)

22. Roof: Pianos: Mellow piano, bass - Onett Bass, percussion - vintage waves, click pops, noise - bitcrushed/EQd YMCK noise

23. Hotel

24. Manager

25 apartment: flute 1 (megadrive), nylon guitar, mellow piano, nylon guitar

26. Watcher

27. Circus: Strings: brightness/Deep Darkness Long, synth: vintage - smooth strings 1, weird beats - Agogo (Eartbound), drums: ultimate - Power

28. Servants

29. Again

30. terminal (what was originally happy) : 1: warm pad, 2: brightness, 3: nylon guitar , all megadrive

33. go: mellow piano, brightness, mellow

35. Red: harpsichord, (EB) hi-hat, (EB)  kick 3, brightness 1, (EB) cursor vertical , ---, "strings" - deep darkness long 

37. Patience: mellow piano (EB), Brightness,  "guitar" - Harp ,  

45. old-terminal: 1: harp, 2: mellow piano, 3: reasynth, 4: choir, 5: Earthbound Bongo. The first 3 are chrono trigger

# Code Guide

This file should help you with figuring out how Anodyne is generally put together. By reading it you should be able to generally be able to cross reference something that happens in-game with a particular source code file (using DAME level editor will help a lot with this).

To that end, check out the level editor guide I made. Some of the Anodyne 1 levels use codenames ,which aren't super obvious, but you can see the entire level layout by looking at the level in DAME (the level editor)

# Initialization and Game Loop

This game uses the Flixel ActionScript 3 engine. If you're interested in modifying the code, familiarize yourself with Flixel: http://www.flixel.org/ . It's a simple 2D engine that uses blitting in Flash.

Flash is a fairly simple engine: it uses the notion of "FlxGame" and "FlxState": FlxGame is an outer logic loop with some functionality that can manage containers ("FlxStates") of sprites, text, etc. By default, flixel loads up a FlxState (e.g. Title Screen, PlayState, Credits) and lets the player interact with that.

A "FlxState" is just a group of class instances. In most flxstates, I'm adding various instances (like the player, or an enemy) to the FlxState. super.update() is called in the FlxState's update() code: this actually goes up to a higher-level loop which will iterate through each object I added to the FlxState, and call each of those objects' class-specific update() functions. I believe there's also a separate function draw() called in some of the files (which FlxStates manage)

## Main.as

- Initializes the Flash stage
- Checks the application descriptor to determine if the game is mobile or not
- Initializes joystick code based on player OS
- Creates a FlxGame (Intra.as). 

## Intra.as

- This is the outermost game logic loop. It initializes some things like the sounds, dialogue.
- In particular, the super() call here initializes the first FlxState the game will begin to update. By default this is TitleState, or the title screen.
- If you wanted, you could edit code here to let you start in any map of the game (see the super() calls, CURRENT_MAP_NAME, etc.)
- Contains touch controls for mobile. I never want to make a mobile game again
- Contains window-resizing code for desktop
- Contains "debug mode' ("Fuck it mode") stuff
- Joypad/controller management code

# Game Flow

## TitleState.as

- The title screen. Fairly straightforward code, but the initialization of this file will call Save.load() to load the player's most recent data.
- The player can enter PlayState.as from here (the main state that loads enemies, levels, etc)

## Save.as

- Saving/loading functions. There's a 'noairSave.as' file that you'd have to use if you wanted to build a standalone SWF version of the game

## PlayState.as

- the game is almost always in this state except during the credits and title screen
- Creates the player, the UI, the tilemaps, and the FlxGroups that hold enemies and entities.
-  Adds all sprites to the state in init_add()
- update() contains the main game loop
- Handles pause menu (PauseState.as) , handles dialogue box (DialogueState.as) showing up. Note that "states' can be added within each other, which is what I do for pause menu/dialogue box
- glitchy out of bounds effect, heat wave effect
- part of the player death handling
- camera scrolling
- song fading
- going from one level to the next (see transition_out())
- loading the Intra.xml data file, parsing it to load in the enemies for an area
- loading CSV data and initializing tilemaps
- saving/loading state data of gates/treasure boxes etc

## Enemy loading

- See "SpriteFactory.as". This is run from PlayState, and will parse the XML tree  (Intra.xml, exported from Intra.dam via DAME level editor). Based on the xml tree entries for a particular level, SpriteFactory creates an instance of an enemy/entity class  and adds it to a FlxGroup that PlayState will then update (until the player leaves a level via a Door entity)
- Pretty much everything in the game is spawned via this class, so if you're curious how something works - check what it's called (use DAME), then trace it to the necessary .as file.

## All the other script files

- If you have particular questions about how a certain file works, feel free to ask.
- The other files (entity/, helper) - those are called/used by instances of classes created via SpriteFactory. If you're curious how something works just use FlashDevelop to find where a certain function is invoked, etc

Note from Melos:
- If you want something explained and documented here, feel free to ping me on Discord.
- If you're feeling generous and want to add in your own documentation, submit a pull request (I think that's how these things work?).. or just tell me on Discord.


2020/04/11

- Added "How to add a new level" v. 1.0

Version 1.0
Last updated 4/11/2020. 
I likely missed a step or two here... if so, let me know on Discord.
- Melos Han-Tani

TODO:
- Tilemap callback details
- Details on using DAME
- Integrating level into Nexus doors
---

1. Make the level inside of DAME. I want to do a writeup for this, but I think it's figure-out-able.

2. Export the level, make sure its .CSV file shows up and that it's present in the exported Intra.xml file

## Making sure the level's tilemap data can be generated in-game:

3a. Embed the CSV data into *CSV_Data.as*. Just follow what you see in this file. You'll need to make one embed per CSV file you exported (so if you have a BG, BG2 and FG layer, you'll need to add three lines.)

e.g.:
		[Embed(source = "../csv/BLUE_BG.csv", mimeType = "application/octet-stream")] public static var BLUE_BG:Class;

3b. If the level has a minimap CSV (these are edited in the other .dam file), add an embed line, as well as the key:value pair to the *minimap_csv* object.

e.g.

		[Embed(source = "../csv/Minimap_Redsea.csv", mimeType = "application/octet-stream")] public static var MM_Redsea:Class;


3c. Add your level's name to the *maps_with_fg* and *maps_with_bg2* arrays. The name should match the layer's name inside of DAME.


3d. in getMap, add a conditional block to generate the needed CSV objects.  Just copy what another conditional block does.


## Music

4. If you want music to play in the level, in SoundData.as, add a conditional block to start_song_from_title(). I think the game by default tries to play the current level's name, so the point of this function is to override that (by reassigning the variable "*title*"). Then starting at line 704, it uses *title* to determine what song to actually play.

4b. Also add the new level's name to do_music() in Console.as if you want it to show up in the sound test.

## Minimap state


5. In MinimapState.as, you'll need to update some of the arrays with the level's name if you want it to have a minimap whose state can be saved between game play sessions.
-update 'visited'
-update 'minimap_areas'
-add a line to save_delete_routine()

## Dungeon entrance

6. In Registry.as, if your level is a'dungeon' that you want to have a 'dungeon entrance' marker on, update DUNGEON_ENTRANCES.


## Dungeon key state (only needed if your level is a 'dungeon' with keys)

7a. For bizarre reasons beyond me, the game uses an extremely awful method of managing keys you're holding. You'll have to update the get_nr_keys() and change_nr_keys() functions in Registry.as, if you want to add keys to your level.

7b. Also add your level to *is_dungeon()* so the game flags the level as a dungeon.

7c. Depending how many dungeons you add, you may need to update the *nr_keys* array to be bigger.


## Adding in a new tileset

8a. Only need to do this if you added a new .png tileset.

8b. Add it to TileData.as as an embed.

8c. Add tile collisions. Update *set_tile_properties()* by adding a conditional block for your tileset. You can just copy what you see. "FlxObject.NONE" means no collisions, "FlxObject.ANY" means the tile has collisions. I believe the game sets all tiles to "ANY" by default. Most of the "setTileProperties()" calls are being used to give the tile a special callback (like hole or conveyer), which are used so the player can be affected in special ways (falling into holes or having velocity modified).

8d. Note if you want conveyer tiles, you also have to set CUR_MAP_HAS_CONVEYERS to true inside of the new conditional block.

8e. TODO: There's some finicky stuff you might have to do within the conveyer() or hole() functions to get the behavior working...  too tired to explain/figure that out right now.

## Animated tiles

9a. If you have animated tiles, add them around line 136 in the TileData.as. You'll also have to add what indices in your tileset should become animated tiles (update *animtiles_indices_dict*).

e.g. TERMINAL: new Array(20, 21, 22, 150, 151, 152, 153),

9b. Update *make_anim_tile()* in TileData.as. Just follow what you see to add a new conditional block for your new map. For each tile with an animation, it both has to loadGraphic() the tileset to get its image data from, and addAnimation() to determine what animation to play. See Flixel documentation for how those work.

## Deciding what tileset a level should use

10a. Add a conditional block to setTileset() in TileData.as. This should match the one you use in DAME.


## Nexus doors

11. If you want to integrate your level into the Nexus door system, you'll need to modify Door.as. TODO: explain this


## Moving cards / adding cards 

12. In PauseState.as , add the card locations to *card_data*

1. You'll need to have a copy of DAME (Deadly Alien Map Editor) available. Only works on Windows. Get this from my "binaries" folder (see README)
2. Open DAME. You can then use this to open intra/Intra.dam or intra/Minimaps.dam
3. DAME is used to edit the levels and enemy placement. There should be guides on how to use it, but generally the left side ("Layers") features all of the game's level data. You tick on a top-level box to show that level. Usually there are then four tilemap layers from back to front, then two layers of entities. I believe that "stateful" entities refer to things like Gates and Treasure Chests whose state need to be saved across game exits/loads. Stateless refers to stuff like enemies, which always respawn when re-entering a level.

3.5 - if you want to add your own entities or behaviors or tilesets, you can! just read up on how to use DAME. You'll have to edit TileData.as (in the source code) and some other stuff to get things hooked up with the game though. See the README for some more info on that. If you're gonna get serious with modding and have questions here feel free to ping me on the analgesic discord.

4. To export, first specify the path of the custom LUA exporters I made. (File > Specify Custom Exporters Path). Set this to intra/src/lua . Note that you can add your own lua exporters!
5. MAKE A BACKUP OF THE CSV AND XML FILES (this next step will overwrite them)
6. Set the "Xml dir" (Export directory) for the level data. This should be something like C:\Users\hantani\Documents\Anodyne 1 Repo\intra\src\xml
7. hit export. the editor should generate a bunch of CSV files and one xml file.

### ENGLISH DIALOGUE ###

####################
### INSTRUCTIONS ###
####################
# 0. If you could comment out the english version when you translate that would be useful for me!
#
# 1.  - Any line starting with "#" doesn't need to be translated
#
# 2. SPECIAL KEYWORDS THAT SHOULDN'T BE TRANSLATED:
# Any line starting with: (where "..." is some other keyword , usually an NPC name or area name)
#
# does reset 
# LOOP 
# TOP
# npc ...
# area ...
# scene ...
# end scene 
# end npc 
# end area
# DONE
#
# 3. SPECIAL INSTRUCTIONS SYMBOLS 
# ----------------------------
# [SOMEKEY-C] means that this can change depending on what controls the user uses - it would be "C", "A", "ENTER", etc. Sometimes in the dialogue file I write
# Press
# [SOMEKEY-LEFT]
#  set controls.
#
# And that implies that in-game, it will read "Press LEFT to set controls."
#
# 4. SPECIAL CHARACTERS IN DIALOGUE TO BE TRANSLATED
# -----------------------------------------------
# \" and \' are for escaping the quotation characters. You can leave them like that. 
#
# ^  Denotes the player will have to press the progress-dialogue-button again to continue the dialogue - you can leave it there (or move it around as needed in the translated sentence)
# \n denotes newline, you can leave it there.

##################
# BEGIN DIALOGUE #
##################

### 'test' NPC - In DEBUG
npc test
does reset
    area DEBUG
        scene scene_1
Like music? Talk to that terminal!
Like pain? Head on down south!
        end scene
    end area
end npc

### 'arthur' - In CIRCUS
npc arthur
    area CIRCUS
        scene alone
That acrobat is losing balance!  Where is the safety net?
...
        end scene
		
		scene holyshit
WOOAH
		end scene
    end area
end npc

### 'javiera' - In CIRCUS
npc javiera
    area CIRCUS
        scene alone
The lions are closing in on that juggler!
...
        end scene
    end area
end npc

### 'briar' 

npc briar
	area GO
		scene before_fight
Briar: I’m tired, Young.  I’m tired of all of these cycles.  I feel like I’m living the same dream, the same nightmare over and over again.
Briar: ...
Briar: It’s not going to change, Young.  This is all we’ll ever be.
		end scene
		
		scene after_fight
Briar:  Goodbye, Young.
		end scene
		
		scene final
Briar: Dude, Young.
Briar: Kick your feet.  Move your arms.  Jeez, you wouldn’t last a minute without me!
Briar: Well, come on, let’s go get a sandwich or something. 
Sage: You... you did adequately.  Until we meet again.
		end scene
	end area
end npc

### 'sage'
npc sage
    area BLANK
        scene intro
Mysterious voice: Hello? ...Young?  ^HEY!  ... oh, you can hear me?  Good, now listen.  You are about to wake up.  You will use the arrow keys to move around.
# Note, these next two lines should be assumed to have the keybinding between them when translated (hence the single quotes)
You will press the \'
\' key to interact with objects and people around you.
And you will press the \'
\' key to access the menu, which will provide you with information about yourself and your surroundings.  
        end scene
    end area
	
	area GO
	
	
		scene posthappy_sage
Young...  I just wanted to fix everything for you.
I hope... I hope you can do better than me.
		end scene
		
		scene posthappy_mitra
Good luck, Young.
Sage is right, in a way.  I want everything to be nice and work out perfectly, and sometimes that makes me ignore reality.
I don’t know what you need to do to help The Briar.  I don’t understand how this world works or why everything seems so strange.  But I do want to be your friend, Young.
You are fighting, Young.  You are trying to understand.  I hope you can work things out.
		end scene
		scene one
TOP
Sage: Young... this is my final warning... wait, who is that?
Mitra: My name is Mitra, and this is my bike, Wares!
Sage: I didn’t ask the name of your bicycle, what are you doing here?  I don’t remember you.
Mitra: I’m here to help my friend, Young..
Sage: Young doesn’t have friends.  Young doesn’t even have Briar.  And if you’re egging him on, then I want you out of my world!
Mitra: What do you mean?  Wares and I--
Sage: SHUT UP ABOUT YOUR STUPID BICYCLE!!! 
		end scene 
		
		scene hit
TOP
Sage: ...
Mitra: Young!  Are you okay?  That was a beautiful thing you just did... You go on and finish this final punk-*ss area!  We know you can do it!
Mitra: Wares!!! 
Mitra: Wares... 
Mitra: Look, mysterious hooded character, I don’t know who you think you are, but why don’t you just leave us alone?
Sage: You think you’re Young’s friend because you’ll lie to him and tell him that deep down he’s just perfect and everything will work out.  Well, if that’s what you want, FINE.  Get out of my face, Young.
Sage: Go talk to your \"friend\".
Mitra: We're just doing the best we can...
		end scene
	end area
	area NEXUS
	
	
		scene enter_nexus
TOP
Cloaked Man: Well, it’s about time.  Er...^I mean...^ Greetings, Young!  I am Sage, the Village Elder.  You have been summoned here because The Darkness has spread across The Land.  The Darkness seeks The Legendary Briar, to use The Briar’s power for evil.  You must reach it first. You must protect The Briar.	
Enter the active portal on your left to begin your quest.
*Sigh* it doesn’t bode well that you’re still dallying about here.  Enter the portal to begin your quest.  The Briar and, by extension, the world are in dire need!
LOOP
Just go in the damn door!
		end scene
		
	# After entering STREET for the first time
		scene after_ent_str
Why are you still here?
		end scene
	# After finishing BEDROOM
		scene after_bed
Continue on, Young. That key you have found, there may be others like it - seek them out.
Travel to the far reaches of The Land, Young. This is the only way to stop The Darkness.
		end scene
	# After finishing first 3 dungeons
		scene before_windmill
Take those three keys, Young, and unlock the way to the deeper realms of The Land.
		end scene
#After windmill, but disappears after Sage fight
		scene after_windmill
You have done what I have asked, Young, though there is still much to be done.  Perhaps if you explore the deeper realms of The Land you will come to greater realizations... perhaps you'll be worth anything to Briar.
		end scene
		
		scene all_card_first
Good work, Young. You have found all of the cards in one area of The Land, and as a result, a gem has appeared on top of the area's portal.
		end scene
	end area
	
	area OVERWORLD
		scene bedroom_entrance
Sage: Soon your skills will be put to the test, Young.  In order to make it through this temple alive, you will need both strength and intellect.  And I assume that by this point you have found a weapon?
# Young swipes a few times
Wha-??  ... I-I mean...  Yes of course... a broom!  Er... just as was foretold in The Legend...
*grumble grumble* ... of all the incompetent--Hey!  What are you still standing here for?
LOOP
Keep your wits about you, Young.
		end scene
	end area
	
	area BEDROOM
		scene after_boss
# Sage fades into room.	
Sage: At this point, you are still weak. If you hope to protect The Briar from The Darkness, you must face your fears.  The card you will find in this chest, and others like it, are symbols of your growth, so acquiring them is absolutely vital to your quest.
That key will also play an important role in your quest. You must seek out other keys, as well.  Select the map on the menu screen to teleport back to the temple's entrance, and continue your heroic quest.
Travel East and South through the temple grounds... you will find a use for that key.
LOOP
What, do you want a piggy back ride to the gate or something??
		end scene
	end area
	
	area TERMINAL
		scene before_fight
Sage: Why won’t you listen to me?!  If you rush into this like an idiot, you’ll only endanger The Briar, The Land, and everything I’ve worked for!  I’m sorry Young, but if you won’t listen to me, then I’ll have to convince you another way...
		end scene
		scene after_fight
Sage: Young...  This is not how I mean things to be... I meant for you to become a better person.  I meant for you to be able to help The Briar.  But all of this is just a silly game...  I can’t stop you from reaching The Briar.  Just remember what I said when it all goes to hell.
		end scene
		scene entrance
Sage: Hello, Young.  When you have become a stronger and wiser individual, this path will lead you to The Briar.
Sage: You’re not ready Young, first you must face more trials in The Land.
Sage: You have made progress, Young, but you must collect at least 36 cards to pass this gate.
		end scene
# non idlnig stuff
		scene etc
Sage: Oh... uh... you have at least 36 cards?  But I am not certain that you are ready for the true test.  In fact, look, we were reading this gate wrong, you actually need...\n...\n........\n92 cards to pass this gate, not 36!
Sage: Young, don’t go there, you’re not ready yet!  Think of The Briar!  The Land!  All of this will be for nothing if you are not ready! 
		end scene
	end area
	
	
	
	area REDCAVE
		scene one
TOP
Sage: Excellent work, Young.  You had to conquer not only this monster but also your own fears to prevail!!!
Sage: Of course, you still have a long way to go.  Have you been exploring The Land?
		end scene
	end area
	
	area CROWD
		scene one
Sage: Well done, Young. However, there are still trials to face. Do not let your guard down.
Sage: Have you found all of the keys yet, Young? If not, go to the beach.
		end scene
	end area
	
	

end npc

npc cliff_dog
	area CLIFF
		scene top_left
I'm not like the others! *woof* I won't harm you...
It is a quiet existence up here.
You smell like swiss chard.
LOOP
*woof*
		end scene
	end area
end npc

npc happy_npc
	area HAPPY
		scene beautiful
You did it, Young!  You defeated The Darkness!  Look at this place!  It’s beautiful!
So beautiful...
		end scene
		
		scene dump
Oh thank god you’re here!  I was worried you’d get stuck in that snowy dump... It’s f*cking depressing over there!  Ha!
Hahaha. Hahahahaha. HAHAHAHAHAHAHA!
		end scene
		
		scene drink
Hey s*xy, I’ll buy you a drink!
Have another drink, you little sh*t!  Hahaha!
		end scene
		
		scene hot
F*ck, it’s hot here...  I’m so hot... and sweatyyy...
D*mn, working out makes me h*rny!
		end scene
		
		scene gold
Did you know this place is made of gold?  Like actual gold!  We could run away together and live off this brick right here!  Wahahahaha!
Seriously, why are you just standing there?  Help me jack this brick!
		end scene
		
		scene briar
???: Young... You finally maDe IT!  YuO SsavED ME!  nOE EvERtyhinG WILL bE OKYA AGaIN!!!!!
		end scene
	end area
end npc

### 'mitra'
npc mitra
	area OVERWORLD
		scene initial_overworld
HEADS UP!
#Mitra swerves to avoid you and crashes
Sorry about that... I was going way too fast.  Oh, I’ve never seen you before!  Are you a fellow traveller? ... Huh?  You want to protect the Briar from the Evil Darkness?  ...  ^Well... I have no clue what you’re talking about, but sounds cool, I guess!		
I’ve just been out and about, peddling my wares.... What?  No, I’m not a salesman.  Wares is the name of my bicycle!  
#Plays if you talk 3 times, or if you leave the screen
Well, maybe we’ll run into each other again sometime.  I’ll let you know if I hear anything about that Briar.  
#Mitra bikes away
		end scene
	end area
	area BLUE
		scene one
HEADS UP!  All right Wares, let’s do this!
Annnd presto!
Keep going, Young, we’ve got your back!
		end scene
	end area
	
	area FIELDS
		scene init
Remember me?  I forgot to introduce myself the last time, I only introduced my bicycle, Wares.  My name is Mitra.
Remember me?  I forgot to introduce myself the last time, I’m Mitra, and this fine young bicycle is named Wares.
LOOP
Mitra: So how have you been, Young?  ...what?  How did I know your name?  You think it’s weird, eh?  Well, I saw it on the back of your hoodie.  
Mitra: See you around, Young!
		end scene
		scene quest_event
Mitra: Hey, I just remembered - someone said they were trying to find something earlier. I wasn't sure what they were talking about, so they said they were going to the mountains - ran off in a hurry.
		end scene
		
# Hints for the game - not cards
		scene game_hints
# The ordering matters in these (indexed in-game, so just keep them numbered)
# 0 ignore this
Nothing.
# 1. Beach hint (no dungeons finshed)
Oh, you're lost? Have you looked around the beach? Maybe someone there can help you out. It looks like that key of yours comes in a set. Maybe you need to find more?
# 2. Forest hint (no dungeons finished)
Oh, you're lost? Have you looked in the forest to the east?  That key you have - it looks like it comes in a set. Maybe you need to find others?
# 3. Windmill hint
Look at all of those keys! I think I saw some gates to the southeast. Maybe you could use them there?
# 4. Generic hint to go past statues
Hey, I saw that you turned on the wind turbine!  Do you know if it had any effect on The Land?
# 5. finished 6 bosses, all 36...
Hey Young.  Wow!  You've really been racking up those cards!  Have you figured out what they're for yet?  Seems like you could really cash in with all those!
# 6. hints for go things
What is that new broom attachment you have?  It lets you alter the structure of the world...?  Honestly, that is really scary Young.  I'm glad it doesn't seem to work anywhere, perhaps just in the deepest, strangest recesses of the Land
# 7.  crowd finished but not redcave
How are my jump shoes working for you?  Pretty nifty, eh?  I’m loving my new bike shoes.  They make Wares and I an even better team!
#8. redcave finished but not crowd
Cool, Young, you found another key!  Wares likes the color!  Have you found a place to use them yet?
		end scene
# Hints for the cards. Play after the 6 dungeons are finished.		
		scene card_hints
Mitra: Hey Young, looking for a card?\nHave you checked around the area of the Seeing One's temple?
Mitra: Hey Young, looking for a card?\nI heard there's a maze around the back exit of the Seeing One's temple.
Mitra: Hey Young, looking for a card?\nYou might find something near the Seeing One's lair.
Mitra: Hey Young, looking for a card?\nThere was a room filled with enemies in the Seeing One's temple, right?
Mitra: Hey Young, looking for a card?\nHave you looked all over the Seeing One's temple?
Mitra: Hey Young, looking for a card?\nTry looking in the vestigial area near the back exit of the Seeing One's lair.
Mitra: Hey Young, looking for a card?\nMaybe your neighbor knows something about it.
Mitra: Hey Young, looking for a card?\nI know the guy in your apartment was hiding something...
Mitra: Hey Young, looking for a card?\nSomewhere near the entrance of your apartment...look around there!
Mitra: Hey Young, looking for a card?\nHave you looked *everywhere* in your apartment?
Mitra: Hey Young, looking for a card?\nJust south of here is an island! I haven't gone there, but you should check it out.
Mitra: Hey Young, looking for a card?\nThere's a lot of stuff to be found if you follow the rivers. Look around!
Mitra: Hey Young, looking for a card?\nI know someone left a card near the windmill.
Mitra: Hey Young, looking for a card?\nLook around the rivers in the forest...
Mitra: Hey Young, looking for a card?\nTry poking around the base of the mountains.
Mitra: Hey Young, looking for a card?\nTry going to the summit of the mountains.
Mitra: Hey Young, looking for a card?\nThe far end of the beach may hold something.
Mitra: Hey Young, looking for a card?\nTake a walk in the crimson woods.
Mitra: Hey Young, looking for a card?\nThere were a lot of locked doors in one of those red caves, right? 
Mitra: Hey Young, looking for a card?\nTry looking around the northern red cave - follow the river to its end!
Mitra: Hey Young, looking for a card?\nGo to the northern red cave, check out the source of the river!
Mitra: Hey Young, looking for a card?\nHmm...did you look all over that dark labyrinth?
Mitra: Hey Young, looking for a card?\nI remember there was a pretty grim looking path of flamethrowers somewhere. Something's gotta be at the end of it!
Mitra: Hey Young, looking for a card?\nThose circus folks have got to be hiding something. Did you look everywhere?
Mitra: Hey Young, looking for a card?\nHave you looked around the area on the perimeter of that couple's large pit?
Mitra: Hey Young, looking for a card?\nThere's this couple that like to hang around a pit. They must be hiding something.
Mitra: Hey Young, looking for a card?\nSometimes there are things hidden across chasms - especially in mountain caves!
Mitra: Hey Young, looking for a card?\nHave you scoured the highest parts of the mountain cave?
Mitra: Hey Young, looking for a card?\nIs there anything in the depths of that mountain cave?
Mitra: Hey Young, looking for a card?\nThat colorful cube in that weird place - it has probably got something!
Mitra: Hey Young, looking for a card?\nHave you talked to that grayscale cube in that wild-lookin' area? Maybe it knows something.
Mitra: Hey Young, looking for a card?\nThe top floor of that hotel is a little run down, but it's gotta have something!
Mitra: Hey Young, looking for a card?\nDid you walk into all of the rooms on the 3rd floor of the hotel?
Mitra: Hey Young, looking for a card?\nI bet someone left something lying around the 2nd floor of the hotel.
Mitra: Hey Young, looking for a card?\nThe owner of the hotel might have left something for you! 
Mitra: Hey Young, looking for a card?\nThose broken bridges to the northwest...look around there!
# and a bonus one if for some reason you make it this far without finding any...
...What? You haven't found *any* cards? Man, Young, that's crazy! Sometimes in life you just need to be adventurous, open a few boxes, you know? 
		end scene
		
#General random stuff 
		scene general_banter
Did you find that guy who was looking for something in the mountains?
Do you know what my bike’s surname is?  …Waldo!  Get it?  Wares Waldo!  ...Just kidding, bicycles don’t have surnames.
Do you think I should get a U-Lock?  I’d hate to tie up Wares like that, but you do hear a lot about stolen bikes these days...
So what is The Briar?  Some sort of ancient artifact from a lost culture?
I wonder why I haven't heard anything about The Darkness coming.  I guess most people in the land are just caught up in their own daily struggles.
Hey Young, I just wanted to tell you... your hair is awesome.
		end scene
		
	end area
end npc

### Statue (wise crackin' statue) 
npc statue
	area NEXUS
		scene enter_nexus
Statue: The Village Elder in name only, for he is neither.		
		end scene
	end area
	
	area OVERWORLD
		scene bedroom_entrance
Statue: I’ve seen a broom in a legend... it was on the map of a janitor closet.		
		end scene
	end area
	
	area BEDROOM
		scene after_boss
Statue: Acquiring cards is vital to your quest.  Acquiring cards is also vital for other quests, such as earning credit or purchasing alcoholic beverages.		
		end scene
	end area
	area REDCAVE
		scene one
Statue: Excellent work, Sage.  You had to conquer not only your temperament but also your own self-respect to deliver such a cheesy line!!!
		end scene
	end area
	area TERMINAL
		scene one
When you have become a more stressed and apathetic individual, this path will lead you to the Breyers.  Comfort by the pint, loser!  
		end scene
	end area
end npc

### sadbro (outside of bedroom)
npc sadbro
	area OVERWORLD
		scene initial_forced
# This line must be played once before anything else can
Edward: Once a man came and installed a mirror in our bathroom.  I was afraid that there was a hidden camera inside of it.  I scoured every inch of the wooden frame, spraying Merphi’s Oil Soap into the cracks, thinking I might short-circuit the wires.  Of course, I never found anything.
LOOP
Edward: This temple is dedicated to The Seeing One.  I don’t know why I came here, and I’m too afraid to go inside.			
		end scene
		
		scene bedroom_not_done
Edward: Having trouble?  Well I’d imagine so.  All you have is a broom, and all brooms can do is move dirt.		
		end scene
		
		scene bedroom_done
Edward: You say you defeated the Seeing One?  Ha.  Don’t you get that it doesn’t work that way?  You’re just spraying oil soap in the cracks.		
		end scene
		
	end area
end npc

# sun_guy (Bedroom boss)
npc sun_guy
	area BEDROOM
		scene before_fight
Oh, isn’t it cute?  Precious little Young, playing the hero.  But I have witnessed every step you have taken in “The Land”, and let me tell you, Young, not everyone here is as honest as me.  Be careful who you trust!
		end scene
		scene after_fight
I will be with you, Young, whenever you are alone.  And remember my advice on your little “adventure”.		
		end scene
	end area
end npc

# rock (Rock with words)
npc rock

	area BEDROOM
		scene one
Rock: Peripheral vision is the hive of demons.	
		end scene
		scene two
Rock: To-do: Construct method of transportation to Nexus. Progress: Halted - Seeing One will not give the required funds to make the venture possible. We will have to revert to the original method of the inexplicable door portal. 
		end scene
		scene three
Rock: I'm trapped here all by myself. Work is steady on this tunnel, and at least I can see a little bit of progress every day.
		end scene
	end area
	
	area BLUE
		scene one
This wheel is used to lift the dam.
		end scene
	end area
	area CIRCUS

		scene one
June 24th, 1957: Trapeze swing breaks.  Alice Rutgers is flung into the ground, resulting in two fractured shins.
		end scene
		scene two
July 17th, 1957: Seven clowns retire with near fatal lung issues.  LANDBLEND brand makeup is suspect, but no formal investigation occurs.
		end scene
		scene three
July 21st, 1957: Following a cage malfunction, my face and side are severely mauled by an untamed lion.  I survive, but now shudder to look at my own reflection.
		end scene
		scene four
August 5th, 1957: In my dream, I saw a stone face with fierce, shining eyes.  He spoke of the truth of our existence and was the first to offer freedom from the pain.
		end scene
		scene five
August 7th, 1957: How many of us will suffer before we accept the truth of the Seeing One?
		end scene
		
		scene six
August 8th, 1957: I have come to my decision.  A few of the others have said they will follow me.  This will be my final entry.  May the Seeing One look favorably upon us all.
		end scene
	end area
	area CLIFF
		scene one
(Indecipherable markings)
		end scene
		scene two
December 7th, 2010. (name unreadable). There's nothing up here, except this stupid rock!
		end scene
		scene three
Danger! This cave is unexplored.
		end scene
		scene four
These cliffs extend far and upwards, though I've never gone high enough to find out where they lead.
		end scene
	end area
	
	
	area CROWD
		scene one
Rock: How?
		end scene
		scene two
Rock: Warning! Vertical drop, jump at your own risk.
		end scene
	end area
	
	area DEBUG
		scene one
This used to be a placeholder animation for the card gates. Approach it twice to see the locked and open animations! 
I forget why we ended up scrapping it. Perhaps too dramatic.
		end scene
		
		scene two
Here are tests for various tile layers and collisions! I couldn't get one way tiles from both sides (i.e., walls) working very well so I just ended up scrapping the idea entirely...or something. 
There was some reason why we didn't use them. Simplifying design, which was important for us to finish the game.
		end scene
		
		scene three
Enemies used to be able to drop keys. I scrapped this idea even though it was slightly amusing. 
Another idea we played with was having challenge gates, which lay at the end of a gauntlet, and only opened when you reached them without getting hurt. 
We wanted to model all dungeons around this and scrap health entirely, but that turned out to be far too hard!
		end scene
		
		scene four
PRISON!!!
Save us!!!
Please!
		end scene
		
		scene five
Welcome to the DEBUG WORLD! You've stepped outside of \"The Land\", so consider this world (90 PER-CENT) \"Non-canon\". Anyways.
Before there were tilesets for many of the areas I used silly tiles like these to mark where doors went. In fact, every dungeon was mocked up in this area's tileset, and then Marina tiled over them with her tilesets.
		end scene
		
		scene six
fille
		end scene
	end area
	
	area DRAWER
		scene five
-ARCHIVES-
PROCEED WITH CAUTION
		end scene
		scene four
West. Rift. Reality! Low real estate values, hurricane, old, run down. Relaxing. 
		end scene
		scene three
The Seeing One from what I can rem- rmrr,,,,,,a Good Time At The Home.
		end scene
		scene two
COLD STORAGE\n\n^  -- THE MGMT
		end scene
		scene one
CONTINUE
		end scene
	end area
	
	area FIELDS
		scene one
West: Beach\n\nEast: Forest\n\nSoutheast:\n  Rainy Area\n\nNorth: \nTemple Grounds\n\nNorthwest: Chasm
		end scene
	end area
	
	area FOREST
		scene one
West: Land Lake\nSouth, then east: Cliffs
		end scene
		scene two
Relaxation pond. Stay a while, we know you have the time.
		end scene
		scene three
I'm afraid I may be stuck on this tiny corner forever.
		end scene
		scene four
East: Cliffs
		end scene
	end area
	
	area GO
		scene one
 The path will open when the dark guardian tiles are replaced by the stone of their spirit color on the square grid below.
		end scene
		
		scene two
When the blue stone statue shifted\nThere a new path was revealed\nPast the cliffs, through strange dimensions\nStands a travelers' hotel\n\n\n\"Who is the guardian?\" I ask,\n\"Who rules this crowded business place?\"\nDespite the many human souls\nI still feel alone.
		end scene
		
		scene three
The red and rusty statue moved\nAnd paved the way to deeper pits\nA labyrinthine dungeon follows\nThen a big-top circus tent\n\n\n\"Who are the guardians?\" I ask,\n\"Who gave up life to flee this place?\"\nI fear the pain, the same as they\nBut fear it more to die.
		end scene
		
		scene four
The green, metallic statue shifted\nOpening a deeper trail\nSuburban homes and sidewalks form\nA path to an apartment.\n\n\n\"Who is the guardian?\" I ask,\n\"Who looks for comfort in the stars?\"\nAlone, I feel like I am watched\nAnd not by friendly starlight.
		end scene
		

	end area
	
	area BLANK
	#initial entrance from windmill
		scene one
Rock: This is unclaimed territory - not yet a part of The Land. 
		end scene
		#concentric circles
		scene two
Rock: These -^ me and my^ - circles are^ - promises...I'll^ - concentric^ - really try to get everything done...^ - circles. Bzrt, bzrt.
		end scene
			#islands
		scene three
Rock: Watch^ -...but I always^  - your step^ - manage to reappear no?^ - when here! 
		end scene
		#mazeish place, not near the portal
		scene four
Rock: Looking down^ - And I realized:^ - from here, you- ^ I'm in love with him.^ - can see...nothing, really.
		end scene
		#left part of the 48 gate
		scene five
Rock: My apologies -^ But yeah, we -^  on the mess here -^ ought to keep in touch-^ but that portal should^ - and I will try give you my opinions - ^ return you to to The Land.
		end scene
	end area
	
	
	area NEXUS
		scene one
Sometimes if you talk to people multiple times, they have new things to say.
But not rocks.  Rocks don’t do that.
		end scene
		#before 49 card agate
		scene two
Rock: So close! If only...
		end scene
		#door that goes nowhere
		scene three
Rock: Curiosity is a great thing.
		end scene
		#below treasure box
		scene four
Rock: Oh!...?
		end scene
		scene five
The computer terminal has an e-mail open. Parts of the screen are broken, so only parts of the message are visible in between black blotches. The e-mail reads: \"Hello, Young! It seems that [...] fiftieth card [...] maybe you shouldn't... [...] worth thinking about! Do you think you're ready? Wake up...\" 
		end scene
	end area
	
	
	area OVERWORLD
		scene one
Rock: I’ll bet you’re reading a rock because you don’t have any friends.	
		end scene
		scene two
Rock: Welcome to Overworld Station. We hope you enjoyed your time in The Land. 
		end scene
		scene three
Rock: An explorer is you!
Rock: Please don't go south. It's under construction.
		end scene
		scene four
Rock: Treasure in 5,3!
		end scene
		scene five
Rock: Haha, gotcha!
		end scene
	end area
	
	area REDCAVE
		scene one
WE ARE BORN INTO THE DECAY OF OUR MOTHER’S BODY.
		end scene
		scene two
ONE DAY OUR MOTHER LEFT HER MOTHER AND VENTURED INTO THE POISONOUS FOG.
		end scene
		scene three
WE NEVER ASKED FOR THIS.  WE WOULD NOT HAVE BOUGHT OUR LIVES WITH HER SUFFERING.
		end scene
	end area
# area for redsea
	area REDSEA
		scene one
Rock: Signs indicate the trees have not been active for an extended period of time.
		end scene
		scene two
Rock: South: ???^   North: ???
		end scene
		scene three
Rock: The uneven terrain is said to have been formed by the ancestors of the area's inhabitants.
		end scene
		scene four
Rock: They appear to be a peaceful species.
		end scene
	end area
	
	
	area SPACE
		#middle
		scene one
			Scribbled in what appears to be permanent marker: Greetings, fellow traveler of SPACE and TIME. You have stepped into a rift far away from the juxtaposing area of YOUNG. You've crossed an OCEAN or two, so to speak. Don't worry about the CONTRAST, you can return to your normal adventure shortly. Do not FEAR this place, though it appears FORBODING and DANGEROUS you will find its denizens to be quite FRIENDLY.\n      -- The MGMT
			(Below the message, an engraving:) Here lies ____ (unreadable). He got lost in the woods.
			(Even further below the message:) (just don't go too far south.)
		end scene
		# extra color
		scene two
Here lies ____ (unreadable. Who wrote this?). He was impaled by rainbows!
Would've been better with achievements.
		end scene
		#grey graves
		scene three
Here lies Burd. The cliffs weren't feeling too friendly.
		end scene
		scene four
Here lies bag. It never had a chance.
Pretentious!
		end scene
		# color graves
		scene five
Here lies Savitch. He tried to fix my computer in the garage once, and didn't take up much space while doing so. Three years later, he still hadn't finished. Then, he dropped dead.
		end scene
		scene six
Here lies Dave. He wasn't very inspirational.
		end scene
	
	end area
	
	area SUBURB
		scene one
			---YOUNG TOWN---^\nWelcome to Young Town. Please beware of some of the citizens. They do not play well with others...tread carefully. Now, Young Town was founded sometime in the '90s by Mayor Ying as a part of a series of ongoing housing projects, the name chosen as a reflection of Ying's denial of possessing the name Ying, and assertion of possessing the name Young. We'll hope you enjoy your stay.
		end scene
		
		scene two
			To the west are the legendary temples of the Seeing One. To the east is our wonderful Mayor Ying's apartment, which has been since closed off from visits to the public - trespassers beware. 
		end scene
		
		scene three
			On his fifth visit, Mayor Ying grew frustrated at the lack of parking lots. This parking lot reflects Ying's frustration of the lack of parking lots. Ying would occasionally park in this parking lot on subsequent visits.
		end scene
		
		scene four
			I remember the long sentences I used to write. Ha! Fragmented.
		end scene
		
		scene five
			A DANGEROUS SITUATION
		end scene
	end area
	
	
# Area for TRAIN (it's actually CELL sorry)
	area TRAIN
		scene one
The Seeing One knows all and will lead one to enlightenment. The road to enlightenment is unlit by any torches.
		end scene
		scene two
Do not stray from the way of the Seeing One, not even for the treasures lying at the far corners of the maze.
		end scene
		scene three
Move along.
		end scene
		scene four
Do not anger the Chasers with violence.
		end scene
	end area
	
	area WINDMILL
		scene one
SCENIC LANDMARK: Partner Towers. Built some time ago, the Partner Towers overlook the distant mountains. The first tower was damaged a while ago and has since been repurposed. The second still stands to the east, reaching into the sky. Due to safety concerns, the path to the tower has been cut off until further notice.
		end scene
		scene two
PUBLIC SAFETY NOTICE:^\nThis tower, while not damaged, has been said to have a dimensional rift at the top. Proceed with caution and an open mind.^\n      -- The MGMT
		end scene
	end area 
end npc

# dungeon statue (Dungeon statue)
npc dungeon_statue
	area BEDROOM
		scene one
The statue does not look like it will be moving anytime soon.
		end scene
		scene two
The statue has moved.
		end scene
	end area
	
	area REDCAVE
		scene one
It looks like this statue is firmly in place.
		end scene
		scene two
The statue has moved.
		end scene
	end area
	
	area CROWD
		scene one
This statue does not seem to be movable.
		end scene
		scene two
The statue has moved.
		end scene
	end area
end npc

# APT splitboss
npc splitboss
		area APARTMENT
		scene before_fight
Fire is beautiful, isn't it?  What a shame that the glow and glare of streetlights hides the fire of the stars.
		end scene
		scene after_fight
Okay, so stars aren't really made of fire.  ^Who gives a sh*t anyway?
		end scene
	end area
end npc

npc cube_king
	area SPACE
	# kings are supposed to offer info on 
		scene color
			How are you today? I'm the ruler of this partition and interpretation of space.
			You want to know why I'm the ruler of this place? I'll tell you, but it will take a while. Like, a long while. An obnoxiously long while.
			Like, quite a while. No really, I'm warning you! I tend to ramble. Maybe you'd be better off just scooping out the contents of that chest over there. Or heading off to the hotel in the distance. Don't know how that got there, I heard they have relatively cheap rates. Not that money matters here.
			LOOP
			Why am I the ruler?^...I'm not sure why, but my friends around here saw it fit to put me in this position, because of the immediate state of this space. Maybe this is the case because cubes are best at sitting still on flat surfaces. As for why someone needs to sit up here - that's beyond me!
			The others - my friends over there - have merits of their own. It's not like they couldn't sit up here in the future, they just can't do it now. Sometimes, we switch off who is the ruler, but every time, we always have to reinterpret this region of space! Perhaps Mr. or Ms. Pyramid comes up here because we decide to make the throne shaped in a way that best fits them, by re-imagining this world, so to speak. Does that sound silly? It might be. But that's how it is. It happens quite fast. Minutes, hours - not necessarily a long reign.
			Though, when I am ruler, it feels slightly strange...I somewhat feel isolated, wanting to be avoidant of others...
			...but isolation is not the right word, though it covers parts of the feeling. I'm not isolated, and I don't dislike the others. We consider ourselves all friends, but you know, no one really comes up here except to say a few words. So I have to think about things or I might go crazy! Maybe that's part of the isolation. 
			Outside of those inane questions about *why* we're here occupying this space, I'm curious as to why we're even friends.
			I like to think that whenever we're under the interpretations that I'm best to rule, that they give me comfort in being able to hold this position for as long as it takes to reach the next interpretation. You know, encouragement and the like, their physical presence, those are comforting.
			I suppose that's enough to satisfy me, though it would be nice to have one or two of them try and understand how I feel about being a ruler. Not that I'm complaining about encouragement! But maybe then, we could have multiple rulers...what a thought! Maybe that implies that when I am not ruler, I must act the same way I sometimes wish they would...who knows if that can be done.
			I've gone on too long. If you head off in the other direction, there's another similar region of space, though I think it smells a bit different. 
			It was nice to meet you.
			Oh, you want to hear my story again?
			Okay, sit tight.
		end scene
		
		scene gray
		Hello there. I'm the ruler of this part of space.
		What's that? You want to know why I'm here? Are you sure? It'll take me quite a few words to explain why!
		Well, if you insist. Though you might be better off just walking off to that hotel in the distance. Don't know why they went through with the construction of it. If I had any money to be taxed, I'd surely be complaining!
		LOOP
		Well, even though I'm the ruler of this part of space, I am not really ruling over anyone.
		Those friends of mine - they're all rulers of their own parts of space. Ruling no one really, either - we're all alone in that respect. But we're not alone in that we talk to each other, and in other ways we are not alone, too. This is just one place in which I exist.
		My friends and I - our parts of space have a lot of commonality to them in why they exist and how they're organized. Similar interests and desires, and the like. We like to talk a lot about how to rule, and so forth.
		But the tragic thing is that we rarely, if ever, get to meet eachother in the physical form. 
		So you're not actually talking to their physical forms, but a representation of them in some holographic form.
		I know, it's unfortunate. It's unfortunate because we share so much in common, but we can only help eachother as friends so much.
		There's just a small thing lacking when you can't have a one-on-one physical conversation all the time.
		But I'm not complaining. It's better than nothing at all! I can't imagine what it would be like otherwise. Something terrible.
		It was nice talking at you, good luck with whatever you're up to.
		You're still here? I can tell you everything again, if you'd like.
		end scene
	end area
end npc

npc forest_npc
	area FOREST
		scene bunny
Crickson: Hey ya big bully!  I’m not afraid of you!
Crickson: Ya big lunkhead!  I won’t run away!  Not even if you try to slug me a good one!
Crickson: Yer just a big dumb broomy pants, that’s what you are!  You oughtta be ashamed of yourself!
		end scene
		
		scene thorax
Thorax: I am the thorax, I speak for the bees.\n^Their fate is uncertain, it’s not the bee’s knees!\n^Some colonies’ workers have all took to flight!\n^These colonies die then, it’s no pretty sight!
Thorax: Perhaps it’s a virus or new pesticide,\n^perhaps it’s the larva of foul phorid flies!\n^That’s making these honeybees all act so strange.\n^Whatever it is, it must certainly change!
Thorax: Okay, so I don’t really know what’s the matter\n^I worry my efforts are nothing but chatter.\n^But how can I sit and do nothing to help?\n^So I’ll post it to Facebook and Twitter and Yelp!  
		end scene
	end area
end npc

npc shopkeeper
	area FIELDS
		scene init
Buy my stuff
		end scene
	end area
end npc

npc goldman
	area FIELDS
		scene outside
TOP
What are you doing here, punk?  Get lost!  I caught it fair and square!  
I won’t let it go!  Not in a million years!
		end scene
		
		scene inside
Oh, did you come here to terrorize me some more?
You’re just siding with the cats because they are cute and furry.
		end scene
		
		scene etc
TOP
What are you doing here, punk?  Get lost!  I caught it fair and square!^  Wauugh!^  Is that--?^  ANOTHER CAT???^  WAUUGHHH!!! 
You... you cleaned up my house...  I’m touched!  Here, I want to give you my most beautiful possession! 
Young opens and takes the box. Something is inside it!
Icky: Oh.  Hey Miao.^\n\nMiao: I’m so glad you’re safe!^\n\nIcky: Uh... thanks for the hand, Young.
LOOP
Icky: To be honest, I kind of like sitting in boxes.
		end scene
	end area
end npc

npc miao
	area FIELDS
	
		scene init
Oh!!  You are Young, The Chosen One!!!  Omigosh, what an honor!  My name is Miao Xiao Tuan Er, Chosen One-in-training!
Could I follow you around for a bit to watch a Chosen One in action? 
LOOP
Hello again, Young!  Can I shadow you today? 
		end scene
		
		scene randoms
# 0. after talk to shopkeep
Miao: Hey, Young… have you ever stolen anything?
# 1. AFter talk to mitra
Miao: I like Mitra... and isn’t Wares a handsome bike?
# 2. Nexus pad
Miao: What’s that cool stone thing, Young?  Does it make you go back in time?!
# 3. Random if Icky not saved
Miao: I’m starting to get worried about Icky... Young, have you seen a bigger cat around recently? Icky last said he was going to walk around the small forest to the east.
# 4. leave map
Miao: Icky said I shouldn’t go where it's unsafe. I’ll see you later, Young.
# 5, 6, 7 - only after you've seen 0, 1, 2
Miao: Have you ever sat in a bunch of grocery bags?
Miao: Hey Young, do you think it’s wrong to do catnip?
Miao: I bet it must have taken a lot of work to become The Chosen One, huh, Young?
		end scene
# musing after you save icky	
		scene philosophy 
That scary situation with Icky got me thinking...  What do you think happens after we die?  How could any of us fulfill our full purpose in the span of one life?  
Maybe we are reincarnated again and again until we fulfill our destiny.  Or would that make things too easy?
And then what is our reward for completing our journey?  Do we just fade away?
LOOP
Hmm...
		end scene
# icky talking after yoh save icky
		scene icky
Oh.  Hi, Young.  
My name’s not really Icky.  It’s Ichabod.
I hope Miao Xiao Tuan Er hasn’t been too much trouble.
See you later, Young.
		end scene
	end area
end npc

npc generic_npc

	area DEBUG
		scene melos
Oh howdy, how is it going? You found me! I'm going to stay here, though. It's cold outside.
You can blame me for all of those awful rooms! I made them with the DAME map editor.
I made this game with FlashDevelop IDE and the Flixel AS3 framework!
Oh yeah, and I made the music using the REAPER DAW. And sometimes Audacity.
I actually get my nutrition from the radiation from all of these computers... ^what do you mean that's not biologically accurate?
Hi mom! ^And dad!
Want to know how to finish the game in 20 minutes?
Ha! Like I'd tell you!
(...maybe if you ask me nicely...)
		end scene
		scene marina
Woah hey!
I wrote a ton of dialogue for this game!^ (...but not this dialogue. Melos is doing this.)
I used Adobe Photoshop CS5 , Graphics Gale Free Edition and Windows 7 Snipping Tool to do the art!
		end scene
	end area
# both redsea done in Redsea_NPC.as
	area REDSEA
		scene first
The humidity here is good for your skin, but bad for your hair.
I like standing here.  These days, people spend the whole summer rushing back and forth between sweltering heat and freezing cold AC.  Those quick temperature changes weaken your bones.
It’s like that rotten habit of chewing your ice cubes.  My mother chewed her ice cubes into her late 20s.  Now she’s got hairline cracks all over her molars.
		end scene

		scene second
Make sure you change out of those shoes and stuff them with newspapers to dry them out.  Wouldn’t want to create a breeding ground for bacteria.
Why do buffets only ever have RED jello cubes?  It’s like they want us to get cancer.
		end scene	

		scene bomb
Get away from me.
I’m serious... leave me alone now.
		end scene

	end area
    area BLUE
		scene one
I don’t need your pity, Young.
Right, just go on living in your happy little world, “Chosen One”...
You know, Young, friendship is just a trick people play on themselves.  We’re all assholes, and in the end, we’re all alone.  
Hah, I knew you hated me, Young.
I’m doing fine.
Of course you don’t care, no one does.
		end scene
	end area

	area HOTEL
		scene one
I know cities can be dirty and crowded and everything, but I like to come out here and look out over all the lights.
It's beautiful in its own way.  It’s not nearly as infinite as the stars, but there is something about its humanness that adds a layer of wonderful complexity.
Behind every light is a person with hopes and fears and secrets... looking out is both terrifyingly lonely and fiercely personal.
I think I love every person behind every window.  I love you, people, for being my stars.  I love you no matter how f*cked up your life is or how far you think you’ve fallen.  You are lovely for tonight...
I’m sorry, I’m babbling.  Thanks for listening.
		end scene
	end area
	
	area REDCAVE
		scene easter_egg
Heeyyyy, mannn...take a load off, stay a whilleee, eh?
		end scene
	end area
	
	area APARTMENT
		scene easter_egg
Ah! You found me!
		end scene
	end area
	
# quest_normal and quest_event are the dialogue quest (pseudo-trading) people.
# quest_normal is what htey say normally, quest_event is what they say when it's their turn for a clue.
	area CLIFF
	
		scene quest_normal
Golem: Did you get hit by a boulder on your way up?  Sometimes I throw boulders when I’m angry.  I’m sorry if I hit you.
Golem: My mother always said that if I kept doing it, I’d run out of mountain to throw.  Back before she was fracked.
		end scene
		
		scene second
Golem: When you’re a rock, you see many generations of people come and go.  You become ancient and wiser than the wisest among men.
Golem: At least, that’s the idea.  I broke my binoculars a while back so I haven’t been able to tell what’s going on.
Golem: Actually, I don’t miss watching people much, it’s a bore.
		end scene
		
		scene quest_event
Golem: Oh, yes, I met someone who was little lost...they told me they were going off to look around the beach.
		end scene
	end area
	
	
	area BEACH
		scene quest_normal
I’m not a lobster, I’m a langostino.  The name’s Hews.
LOOP
Hews: You know what the best part of the ocean is?  Being able to see the horizon.
Hews: The ocean is like a salty taste of infinity.
Hews: A crowded beach is robbed of its grace.
		end scene
		
		scene second
Hews: Have you heard of the mantis shrimp?  It has 16 photoreceptors that allow it to perceive ultraviolet light.  Can you imagine seeing a wider range of colors?
Hews: Maybe it would be beautiful.  Then again, we’ve found plenty of ways to hate each other with just the colors we have.
		end scene
		
		scene quest_event
Hews: You're looking for someone, huh? I remember I was sitting here when a few clouds passed by the sun. While the sun was occluded, someone walked up to me and asked where something was. I don't remember what it was, but the person ran off, saying they were heading to the forest.
		end scene
	end area
	
	area FOREST
		scene quest_normal	
#npc james
James: Berries are a good kind of food.  I like berries.
James: Please make sure not to defecate on the berries.
James: So far I have had s*xual int*rcourse 18 times this season.  Also, I have eaten 389 pawfuls of berries.
James: Do you have any berries for James?
		end scene
		
		scene second
James: I wrote a poem:\n^I like to eat berries\n^They make me merry\n^How much do I like berries?\n^I would have to say very!
James: Do you like blueberries or raspberries more?
James: Do you have any berries for James?
		end scene
		
		scene quest_event
James: Someone came by. They did not want berries. Went to southeast part of lake to the west.
		end scene
		
	end area
#npc rank
#npc olive
	area FIELDS
		scene easter_egg
Olive: Hi, I'm Olive the rabbit.
Olive: I have so much cereal left to eat! I love cereal.
Olive: The box is so big. It never ends!
Olive: Neverending cereal!
Olive: Hmmm...maybe that's not such a bad thing.
		end scene
		
		scene bush
Rank: Eheheh, silly Young! A broom’s no tool for cutting bushes!
		end scene
		scene quest_normal
Rank: I cut down the bushes for a living.  Sometimes when you cut the bushes you find gold!  Eheheh!
Rank: The economy has been really struggling under this bush...
Rank: Sometimes it’s tough to support the wife and kids on bush cutting--we don’t always have enough to eat... but we’ve always got a roaring fireplace!  Eheheh!
		end scene
		scene quest_event
Rank: Eh? Yes! Someone came by here. Said they were going to an underground labyrinth...I bet they've got a lot of bushes there, eh Young? Eheheh!
		end scene
		
		scene marvin
Marvin: Oh hey, how are you feeling?
Marvin: Where is Justin?
Marvin: There's no bottle rockets around...
		end scene
		
		scene chikapu
Chika Chi!
Chika Chika!!
CHIIIII^\nKAAAA^\nPUUUUUUUUUU!!!!
		end scene
		
		scene hamster
Bob: Bob the Hamster likes to refer to himself in the third person.
Bob: Apostrophes are the root of all e'vil.
Bob: quiet! I am busy exuding an aura of hamstery ambiance.
Bob: ... I suppose you only get better by doing... But... if you do something wrong, are you just getting better at doing it wrong?
Bob: A real man never cries... well, maybe he lets a single tear slide back from the corner of his eye across his sun-hardened face as he rides his bad, bad, Harley across the wind-swept Mohave desert wearing no helmet or goggles. But he never cries.
Bob: This game was created by an infinite number of monkeys working on an infinite number of typewriters.
Bob: I miss James...
		end scene
		
		scene electric
Kuribu: Curry is yellow and spicy!
Kuribu: For the clever opponent, injure increase!
Kuribu: You got the experience of 2!
Kuribu: I tell you my phone number!  0*1-51*7-*4386
		end scene
		
	end area
	
	
	area TRAIN
		scene quest_normal
What AM I doing here? Good question! I just stumbled upon here. I'm in hiding. It's safe here, if you don't venture too far out and let those guys get you.
It looks like I'm relatively fortunate. All these dead people strewn all over the place - how did they die? It's a little fascinating, to try and think of how it happened. Were they attacked by the monsters? Tripped and fell onto the spikes?
It is a a bit grim. I hope it doesn't happen to me. Physical pain is a terrible prospect.
		end scene
		scene quest_event
Oh...now that I think about it, a person walked by here a while ago. Said they were looking for something...even looked a bit like you! I don't remember when, sorry. It's hard to tell the time in here. But they said they were going to head off to a nearby town.
		end scene
	end area
	
	area SUBURB
		scene quest_normal
Hello.
Are you looking for something?
What are you looking at?
No, I'm not a citizen of this town. What's weird is you can see and talk to me, but I can't interact with any of them. There are all of these killers running around, and no one seems to notice. It is strange. 
		end scene
		scene quest_event
Yes. I observed a person walk by. They were looking for something. I don't know where their 'something' could be. The person went off in a hurry. Said they needed to head to an alternate area of space. Sounds fancy.
		end scene
	end area
	
	area SPACE
		scene quest_normal
WHOA WHOA WHOA - - - WHO ARE YOU ? ? ? 
I AM A DRIFTER . . . THIS IS ONE OF THE MORE POPULAR PIT STOPS ALONG THE JOURNEY FROM A TO B .
WHAT IS 'A' ? ? ? IT'S MY HOME TOWN . . . I AM VISITING AN OLD FRIEND IN B . . . IT IS A LONG JOURNEY . . . BUT I MAKE SACRIFICES . . . DON'T YOU ? ? ? MAKES LIFE MORE EXCITING ! ! !
		end scene
		scene quest_event
OHH - - - LOOKING FOR ANOTHER HUMAN - - - I SEE . ^ LET ME ACCESS MY MEMORY . . . READ ( 0X0C00400 , STDOUT , 100 ) ; \n . . . . . . \n . . . . . . \n A HA . . . \n THE PERSON HAD A FLASH OF INSIGHT AND SAID THEY WERE HEADING OFF TO A SHED IN SOME WELL-KEPT FIELD. \n NOW THAT I THINK ABOUT IT . . . YOU LOOK SIMILAR TO THEM ! ! ! ARE YOU SURE IT WASN'T YOU ? ?  HUH ? MM ?
		end scene
	end area
	
	area GO
		scene quest_normal
You actually were...uh, ah. Well done.
LOOP
The shiny rock reflects only a bit of the light from the room. There is writing etched into it: \"Quickly, before I have to leave again (It is getting very light in here, this always happens) - the northwest part of the blue forest - I saw another temple entrance just to the north, past those trees - if only I could switch things at will to get through there...maybe I'll do this the next time I revisit this world.\"
		end scene
		scene quest_event
The shiny rock reflects only a bit of the light from the room. There is writing etched into it: \"Quickly, before I have to leave again (It is getting very light in here, this always happens) - the northwest part of the blue forest - I saw another temple entrance just to the north, past those trees - if only I could switch things at will to get through there...maybe I'll do this the next time I revisit this world.\"
		end scene
	end area
end npc
npc geoms
	area SPACE
		scene gray1
HELLO. HAVE YOU MET cube YET?
cube IS A VERY GOOD RULER OF THIS PORTION OF SPACE. US OTHER RULERS DO OUR BEST IN OUR SPACES AS WELL.
		end scene
		
		scene gray2
WHAT DO YOU THINK OF THIS CHUNK OF SPACE? IT IS A NICE WAYPOINT, NO?
AN INTERSECTION OF WORLDS!
		end scene
		scene gray3
NONE OF US GRAY PYRAMIDS ARE ACTUALLY HERE. WE USE SPECIAL DEVICES THAT LET US PROJECT OURSELVES HERE.
WHY DO WE DO THAT? BECAUSE WE WANT TO TALK TO OUR FRIEND cube AND KEEP cube COMPANY.
		end scene
		
		
		scene graydead
*bzrrrrt* 
		end scene
		
		scene grayspin
...IS THE HOLOGRAM DEVICE WORKING CORRECTLY?
NO?^...^D*MN!
		end scene
		
		
		scene color1
Have you met CUBE? It does such cool things! I heard once it stood on an edge for nearly twelve seconds. Oh man! Do you know what that means for the League of Edge Standers? No? Well, a lot!
		end scene
		
		scene color2
CUBE does a lot of interesting work!
Did you hear? Apparently, it will be my turn to rule soon! In just a few minutes, I believe.
		end scene
		
		scene color3
I'm from Sugar Loaf, in transit to Taipei. Why am I here? Oh, I stopped by to say hi to CUBE!
Don't look so down! This place is just an odd representation so as to not shock all of the visitors. It's mostly harmless, as far as we can tell.
		end scene
		
		scene colordead
(...is it taking a nap?)
		end scene
	end area
end npc

npc redboss
	area REDCAVE
		scene before_fight
EACH GENERATION IS BORN FROM PAIN TO DIE IN PAIN.  WE WILL NOT SUFFER TO REPRODUCE THE CYCLE.  WE WILL NOT GO OUTSIDE.
		end scene
		scene after_fight
IS THIS YOUR PUNISHMENT FOR OUR REBELLION?
		end scene
	end area
end npc

npc circus_folks
	area CIRCUS
		scene before_fight
Why did you deprive the Seeing One of his sacrifices?  Why did you steal from us our salvation?
		end scene
		scene after_fight
...We have failed to make you pay for your interference.  And yet... you have given us back our chance to be free.  Thank you, Young.  May the Seeing One look upon you in favor once more.  
		end scene
	end area
end npc

npc wallboss
	area CROWD
		scene before_fight
So good to see you, Yang.  Been too long.  Still playing those nintendos, I see?
		end scene
		scene after_fight
Jesus, Yon, when are you just going to grow up?  You know, you're going to have to learn to deal with people sooner or later.
		end scene
	end area
end npc

npc eyeboss
	area HOTEL
		scene before_fight
We have all the finest amenities here.  How do you like the Pool?
		end scene
		scene middle_fight
How about our state-of-the-art fitness center?
		end scene
		scene after_fight
We hope you enjoyed your stay!
		end scene
	end area
end npc

npc suburb_walker
	area SUBURB
		scene words_adult
Today is a nice day.
Thanks for scratching that itch on my neck - I can't seem to reach it.
I've heard the eggs at the local diner are quite good. I have a coupon for them, too.
Did you see the car accident today? So horrible! He was texting. Such a shame, so young!
My son did not make the junior varsity team. Such a disappointment. We invested so much in his sports career.
Thanksgiving is today. I am thankful for a lot of things. Can't wait for tomorrow's early morning sales. Gonna get a lot of bargains.
Ah, I think I might be late for work.
I am in a bit of a rush to get home, I need to tidy up before the in-laws come over.
We're having a garage sale!
Welcome!
		end scene
		
		scene words_teen
I didn't see the latest movie.
		end scene
		
		scene words_kid
I never gotta see the new cartoon!
		end scene
		
		scene family
# inside of a house, parent (insightful kid) - 73
Welcome to our house, stranger! You look familiar. This is a peaceful town. Pretty quiet, not many visitors.
#inside of house, younger kid
Do you like Davement? My brother Dave showed me this really cool song by them!
		end scene
		
		scene older_kid
# inside of a house, olderkid
My friends like to listen to that 'None Surprises' song by 'Rayhead' and complain about this place. Sure, it's a bit of a bubble, but hell, at least show some gratitude! Or do something about it! They're all just...oh, sorry. I tend to do that sometimes..
I guess I'll just go write in my blog.
You sure look like you're in a daze.
I have trouble hearing my thoughts with sports and the like playing on the TV, but my parents like it.
		end scene
		
#inside of hanged man house 74
		scene hanged
A note on the corpse: \"Placing myself in danger no more.\"
		end scene
		
		scene festive
#Inside of another house, (festival people) - 75
Oh, is there something going on outside? A festival? A parade?
There seems to be quite the commotion outside! Have you looked out the window recently? I wonder what it could be.
		end scene
#78 
		scene paranoid
My house has a lot of windows. I don't like windows. It's as if someone is always looking in. And you know there HAS to be something going on outside there. It can't just be that silent all the time, so silent and calm - it's disturbing to me.
Murderers? What? Outside? What are you talking about? Are you kidding me? There haven't been any murders in this town before, but still...you're starting to worry me...maybe you should just leave.
Please get out.
		end scene
# 76
		scene dead 
The body of this woman has been beaten to death by a blunt weapon.
The man, to put it bluntly, well...
		end scene
		
	end area
end npc

npc suburb_blocker
	area SUBURB
		scene one
Oh, it's you! You look familiar...I can't move until you keep killing more of these townsfolk, remember? Come back in a bit.
According to this pamphlet...you only need to kill a few more people! Keep it up.
We only need one more body, and then we can keep going.
Well done. Feel free to go inside. I have no idea what's there. I'll see you again, same time tomorrow, right? Or the night after?
		end scene
	end area
end npc
# dialogue for the cards
# don't enclose in quotes
npc card
	area ETC
		scene one
#0 sadbro
I don't mind being watched by the trees.
#1 Bat(?) - extra overworld area
Where is she?!
#2 sunguy
I will be with you Young, whenever you are alone.
#3 Shieldy
Are you an Ookchot?  My mom always warned me about the Dangerous Ookchot.
#4 slime
Jello there, Young!  So goo to flanly meet you!  Why don't you set for a minute?  I was just pudding on some tea!
#5 post-statue area in BEDROOM
Pew, Pew, Pew, Pew, Pew, Pew, Pew, Pew, Pew, Pew, Pew, Pew, Chancel, Pulpit, Altar, Stained Glass Windows...
#6 SUBURB inside of house past blocker
Limited time offer! Buy one, get one free - only today!
# 7 APT Boss
Remember the time that you lit a candle when the power was out?
# 8 APT Silverfish
Mmmm, your pillow was cozy last night.
# 9 APT gasguy
This'll teach 'em for calling me the fumi-GAY-tion guy.
# 10 FIELDS 1 (island) - mitra 
Wares and I make a good team.
# 11 FIELDS 2 (alcove) - Miao
I'm the Chosen One-in-training!!!
#12 Base of WINDMILL windmill
Do you ever feel like, no matter what you do, you can't stop the world from dying?
#13 Hidden up a river in FOREST
Beware the forest mushrooms...
#14 Bottom of ladder-mini-maze on CLIFF
I am sorry.  It is my nature.
#15 Top of Cliff
What do you mean, 'Only a rock'??  Rocks can be on cards too, you know!
#16 Western end of BEACH past spikes
Give a man a fish and he will eat for a day.  Teach a man to fish, and he will have bonding times with his son, Jimmy.
#17 At end of path through the woods in REDSEA
Sometimes the answer is taking a walk.
#18 MOVER Redcave  - Past 2 locks in central redcave
Why do bats suddenly fly down, every time you're around?
#19 SLASHER Redcave - West end of Northern redcveave
NO, *YOU* NEED BRACES!
#20 REDBOSS Redcave - post boss
ARE YOU HAPPY NOW?
#21 NW corner of CELL - chaser
Don't get violent around me.
#22 FIRE PILLAR circus -  the field of fire pillars north of entrance
I've always wanted to be on Iron Chef.
#23 CONTORT circus - contort + firepillar room in SW chunk
My mom always told me, 'If you do that arch long enough, your spine will stay that way!'
#24 LION circus - end of northern gauntlet bordering boss room
Are you amused yet, human?
#25 A+J BOSS circus - basement (post boss)
...
#26 FROG crowd - North of entrance
Scientifically speaking, toads are a subset of frogs.
#27 CROWD GUY crowd - 2nd floor
HAHAHAHA!  Yeah!  I know!
#28 WALL BOSS crowd - post boss
Oh, you collect cards, too?  Real classy, Ying.
#29 end of grey end of space, for grey cube king
They always said, \"Get off the computer! Or you'll never make friends!\"
#30 end of colorful end of SPACE, for color cube king
I'm only the ruler for the extent of a conversation.
#31 DUSTER hotel - end of 4th floor moving platform area
I'll bet you think you're 'making my job interesting'!
#32 DASH TRAP hotel - Dash trap room on 3rd floor
I hate diagonals.
#33 BURST PLANT hotel - SE corner floor 2
Don't even try that claritin clear sh*t with me.
#34 EYE BOSS hotel - post-boss
Swipe this card to unlock the door to your room!
#35 end of left-most TERMINAL bridge - sage
I'm doing a great job.
#36 Young (drawer APT)
.......??
#37 old BDRM (dialogue rock)
Who carved all of us anyways?
#38 hotel room
I hope you enjoyed your stay.
#39 end of debug minidungeon (old player sprite)
Seening as you've gotten to this point, you must be quite Intrasting.
#40 end of cell - Torch? 
I'm just here to lead you astray.
#41 end of SPACE - faces/entities
You like like a pyramid to us, too!
#42 end uf suburb (killer)
It's the same d*mn play, night after night, and the pay sucks.
#43 GOldma's room - goldman
Leave me alone! My last name isn't Sachs!
#44 blank, ISlands - Broom
At least I'm not a stick.
#45 fields, bottom right - (Rank)
What do you mean money doesn't grow on trees? Eheheheh!
#46 street, bottom (Follower bro)
I'm nothing but an illusion.
#47 redsea, bottom eft (Bomb npc)
I'LL TAKE IT OUT ON YOU.
		end scene
	end area
end npc

npc misc
	area any
	
		scene controls 
Press
# [SOMEKEY-LEFT]
to set controls. 
# [SOMEKEY-ENTER]
to cancel.
Up
Down
#5
Left
Right
Jump
Attack
Menu
#10
Press
# [SOMEKEY-ENTER]
to exit
# [SOMEKEY-LEFT]
to set controls.
		end scene 
		
		scene title
Please use the\narrow keys to resize\nthe window until\nyou cannot see\nany black around\n the borders.\n\nPress
# [SOMEKEY-C]
when done.
ANODYNE
Melos Han-Tani\nMarina Kittaka 
any key
#5
Press
# [SOMEKEY-C]
to start
Version
Continue 
New Game 
#10
Are you sure?\nNo\nYes
Really?\nNah\nYeah 
No going back!\nForget it\nI know
deaths  
cards
#15
Anodyne supports\nmost controllers.\n\nWill you use one?\n\nYes   No\n\nIf so, connect it now.\n\nMove with arrow keys\n\nSelect with\nC, SPACE, or ENTER\n\nDefaulting to yes in\n
NOTE\n\nIf you have input\nlag during gameplay,\nreturn to your\nhome screen and\nre-enter Anodyne.\n\nPRESS C TO CONTINUE\n\nGUI displaying wrong?\nPress button below\nthen reorient device.
Press BACK again\nto exit.\nUnsaved progress\nwill be lost.
		end scene
		
		scene gui
# Note - this below one is a sprite that fits into the gui
menu=enter
# Shows up when you save at a checkpoint
Saving...
		end scene
		
		scene map
Map
Current Room  
Door/Exit 
No Map
Return to\nNexus
Return to\nentrance
		end scene
		
		scene items
Items
Normal
Swap
Extend
Widen
#5
A pair of spring-loaded shoes - press 
# [SOMEKEY-X]
to jump!
A pair of shoes for biking.
An empty cardboard box.
A key found in the Temple of the Seeing One.
#10
A key found in a red, underground cave.
A key found in a mountain cave.
		end scene
		
		scene cards
Cards
cards
		end scene
		
		scene save
Save
Saved!
ERROR
Save and go\nto title
Go to title
#5
Save and quit
Quit game
Deaths:		
		end scene
		
		scene config
Config
Set keybinds
Set volume 
Autosave at\ncheckpoints:
On
# 5
Off
Change\nResolution:
Config UI
Touch+D-Pad
D-Pad Only
# 10
Touch Only
Move Input:
Resolution:
Windowed
Int. Scaled
# 15
Stretch
Scaling:
Language:
ja
en
# 20
Drag the\nbuttons\nuntil you're\nsatisfied.\n\nThen, tap\nthe menu\nto continue.\n\n
Resize Window
Config Joypad
		end scene
		
		scene secrets
You\'re rolling in it!
Once the property of a famous Bubble Mage.
If your graphics become scrambled, look at the pokedex entry of an official Pokemon.
This heart has no name.
Please visit the electric monsters\' world.
#5
A kitty statue. Cute, but useless.
Oh my!!!!
Oh no!!!!
It\'s black.
It\'s red.
#10
It\'s green.
It\'s blue.
It\'s white.
#SOMEKEY-C
:Select
#SOMEKEY-X
:Back
		end scene
		
		scene swap
Sorry!
The swap won't work here.
Young could not muster the strength to use the swap here.		
		end scene
		
		scene keyblock
This door is locked.		
		end scene
		
		scene treasure
Some strange force stops this treasure box from being opened.
An engraving on the broom handle reads: Press
#SOMEKEY-C
to sweep.
This key may be used a single time to open up a locked barrier.
A mysterious pair of boots has nothing but the branding on it, which says \"Press
#SOMEKEY-X
#5
\".
A few words on the broom extension read \"Equip the WIDEN upgrade in the menu to have the broom release harmful dust to the left and right.\"
A few words on the broom extension read \"Equip the EXTEND upgrade in the menu for the broom to release harmful dust in front of the broom's normal reach.\"
A note next to the broom extension: \"Hello, Young. Use this SWAP upgrade on two tiles to switch their places. It may be a while before you can use this everywhere, but it should serve you well for the time being.\"
YOU FOUND A HEART!!! Maximum Health increased by...zero.
#10
Goldman: What? It's not there? That shopkeeper must have stolen it!		
		end scene
		
		scene dust
Your broom is now full of dust!  Attack again to place it.
		end scene
		
		scene checkpoint
Save game?\n  Yes\n  No
While standing on a checkpoint, press
#SOMEKEY-C
to save your progress and set it as your respawn point if you die.
		end scene
		
		scene rock
There is writing scrawled on this rock:
# YA AINT GOT NO FRIENDS		
		end scene
		
		scene door
The portal does not appear to be active.
		end scene
		
		scene keyblockgate
The gate stares, petrified. It won't open until it senses four cards...
Sensing four cards, the gate decides to open.
The gate stubbornly remains in place.
The gate senses all of the cards, and decides to open.
The gate senses enough cards, and decides to open.
#5
It opens!
It remains closed.
		end scene
		
		scene solidsprite
The sign points to the east but the words on it are faded.
The sign points to the west but the words on it are faded.
The words on the sign are faded.		
		end scene
		
		scene mitra
Hey, Young!
Are those bike shoes for me?  Wow!  Thanks, Young!  I\'ve been thinking about getting these, since Wares has those pedals where you can clip in bike shoes.  Here, Young, take my boots in exchange!  They have these cool springs that let you jump really high! You press
#[SOMEKEY-X] 
to jump with them on!
Hi Young!  Notice anything new? ^... ^... Oh, well, I got new biking shoes, see!  They clip into Wares' pedals.  Since I'll no longer be needing my old boots, I want you to have them, Young!  They have these cool springs that let you jump really high! You press 
#[SOMEKEY-X] 
to jump with them on!
#5
Alright, take care!
Go on, try them out!  ...They're not THAT smelly.
Cool, huh?
Wow, are those the biking shoes from Finty's shop?  You're giving them to me?  Thanks, Young, I really appreciate it!  Here, try out my old shoes in return--I think you'll find them really useful!  There's an engraving on the shoes that says \"Press
#somekey-x
to jump\".  I've never understood that, though, because there's no \"
#somekey-x
#10
\" anywhere on the shoes...
		end scene
		
		scene tradenpc
Finty: Welcome, welcome, my friend Young!  The name's Prasandhoff--Finty Prasandhoff!  Take a look around at my shop and see if anything catches your eye!
Finty: I still appreciate that box!
Finty: Ah, a box! Thank you so much! Now I can carry all my inventory home at night and back in the morning!
Wait a minute...it's not here! What happened to it? Well, here, let me ease your wounds instead!
As a token of my gratitude, take these stylish biking shoes!
# 5
Fine morning out, isn't it, my friend?  A fine morning for shopping! I just wish I had a box to carry my inventory around.
Too bad, looks like you can't afford this item!  Come back later, when you have the cash!
Finty: Ah, you have a fine eye! You need a better weapon, don't you? Blow your enemies to pieces for only $499.99!
Finty: That money sack will allow you to accumulate money that you find in The Land! It's yours for a mere $869.99!
Finty: Oh ho ho, here's a specialty item indeed: clip-in bike shoes so you can be speedy AND stylish! On sale now for just $299.99!
#10
Finty: Tired of shoving dust around with your piddling little broom?  Eradicate harmful dust particles with this state-of-The-Art vacuum cleaner! Just $749.99, or four easy, monthly payments of $199.99!
As a token of my gratitude, take this ugly--I mean beautiful, collector's edition card!^
		end scene
		
		#(Translate as much or as little as you see fit - note this is a little different than normal dialogue, so you'll have to keep at most 19 characters on each line, delimited by newlines - if there are multiple newlines keep them there though, but if a translated line goes over, feel free to add a newline in the middle)
		scene ending
Anodyne\n-------\n\n\n\nA game created by\n\nMelos Han-Tani\n\nand\n\nMarina Kittaka\n\n-------------
Created from\n\nMarch, 2012\n\nto\n\nJanuary, 2013
DESIGN\n------\nBoth
PROGRAMMING\n-----------\nMelos, using the\nFlixel library for\nActionscript 3.\n\n\n\nART\n---\nMarina\n
MUSIC/SFX\n---------\nMelos, using REAPER\nand number of free\nsoundfonts.\n\n\n\nDIALOGUE\n--------------\nMostly Marina\n
STORY\n-----\nBoth\nJapanese Localization:\nKakehashi Games
Massive thanks to\nour testers, who\nsuffered so you\ndon't have to!\n--------------\n\nMarina, for suffering\nthrough most of the\ninitial bugs.\n\nEtan, for constant\nsupport since the\nbeginning, with\nmany bugs found,\nand the third human\nto play through most\nof the game.
O - thanks, sis!\n\nRunnan, Nick Reineke,\nEmmett, Poe, AD1337,\n Dennis, Andrew,\nAndrew MM\n Carl, Max, Amidos,\nLyndsey, Nathan\n
Melos would like\nto thank:\n\nMom and Dad, for\ntheir constant support\nin this endeavor.\n\nS\n\nMany TIGSourcers and\nother devs met\nalong the way!\n\nMarina, for making\nthis game possible,\nand improving it in\ncountless ways.
Adobe, Adam Saltsman,\nFlashDevelop devs,\nREAPER devs,\nDAME creator,\nDesura, Gamersgate,\nIndieDB, TIGSource\n\n\nAnd my other friends\nwho have shown their\nsupport. (Thanks!)\n\nAnd last, but\nnot least,\nTina Chen,\nlongtime friend,\nfor both support and\nintroducing me to Marina.
Marina would like\nto thank...\n\nColin Meloy, for\nexpanding\nmy vocabulary\n\nTsugumo, for\n\"So You Want to\nBe a Pixel Artist?\"\n\nMy family,\nfor support and food.\n\nDaniel, for being an\n\"indie game dev\"\nwith me growing up.
Mo, for believing\n in me.\n\nTina, for introducing\nme\nto Melos.\n\nMelos, for making\na game\nand trusting me to\nbe a big part of it.
CAST\n----\n\n\nSlime\n\n\nAnnoyer\n\n\nPew Pew\n\n\nShieldy\n\n\nSeer
Mover\n\n\nOn Off\n\n\nFour Shooter\n\n\nSlasher\n\n\nRogue\n
Dog\n\n\nFrog\n\n\nRotator\n\n\nPerson\n\n\nWall\n\n
Rat\n\n\nGasguy\n\n\nSilverfish\n\n\nDasher\n\n\nRoller\n\nWatcher\n\n\n
Dustmaid\n\n\nBurst Plant\n\n\nManager\n\n\n
Lion\n\n\nContort\n\n\nFlame Pillar\n\n\nServants\nArthur\nJaviera
Follower\n\n\nEdward\n\n\nFisherman\n\n\nRed Walker\n\nHews
Rabbit\n\n\nIcky\n\n\nShopkeeper\n\nMiao Xiao Tuan Er\n\nRank\n\nGoldman
Thorax\n\nJames\n\nMushroom\n\nCrickson\n\nGolem\n\nSuburbanites
Chaser\n\n\nEntities\n\n\nSpace Faces\n\n\Cube Kings
Young\n\n\nMitra\n\n\nSage\n\n\nBriar
And we'd like to\nthank YOU!\nFor playing our game!\n\n\nWe hope you\nenjoyed it.
\n\n\n\n\n\n\n\n    
Now you have\nthe ability\nto explore Young's\nworld with (almost) no\nlimitations, via \nthe swap.\n
		end scene
		
		scene elevator
Floor?
1\n
2\n
3\n
4\n
Cancel
		end scene
	end area
end npc

# Tell the python script you're done.
DONE

Questions about how the code works or how to run the game will be answered here (if people ask questions).

Q: Are you not selling the game anymore?

A: We are still selling the game. As the license says, you may not distribute a compiled, unaltered version of this game on a storefront/hosting site/etc for free or for money. As the license says, you can only download and use the game assets if you are an owner of a paid copy of Anodyne.


Q: What's Intra mean?

A: It was the early codename for Anodyne.


Q: Can this game be compiled for Mac or Linux?

A: Yes, but I'm not including instructions on how to do so or what IDEs to use (since I don't know). Anodyne is a standard Flash AS3 project that uses Adobe AIR, so most methods of compilation will work for it. For Mac you can build the SWF on Windows and then package it on Mac using Adobe AIR SDK's command line tools. I'm not really sure about Linux.

Q: Can I sell a project made with these assets?

A: Read the License.

There are three steps to do to get things working:

0. Download the source code and assets here! Just clone the repo.
1. Get FlashDevelop running - IDE for editing the game
2. Compiling the game (Get Adobe AIR/Flex installed (for compiling the game))
3. (Optional) Compile + Install DAME (Level editor)

Note: I made most of the installation files available (in case one of the companies decides to get rid of it in the future - 2022 update: They have, hahaha!): 

Google Drive: https://drive.google.com/drive/folders/1Ge-tNBqgaz7ZUVeU9RxnWwNbr_JKN4en
Dropbox mirror: https://www.dropbox.com/s/gg8yv1zdip1i9sg/2022%20anodyne%201%20open%20source%20installation%20binaries.zip?dl=0 
Itch io mirror: https://han-tani.itch.io/anodyne-1-open-source-installation-binaries

----------
1. (These three files are available from the above download links)

Get Flash Develop running (IDE for opening/editing the game files - FlashDevelop 5.3.3.exe)
Download here: https://www.flashdevelop.org/community/viewtopic.php?f=11&t=13028

Get Flash Player (flashplayer_32_sa.exe)
Download here: https://www.adobe.com/support/flashplayer/debug_downloads.html

Get Java (jre-8u241-windows-i586.exe)
You want the "Windows Offline" version here: https://java.com/en/download/manual.jsp
Direct link to that exe: https://javadl.oracle.com/webapps/download/AutoDL?BundleId=241534_1f5b5a70bf22433b84d0e960903adac8


---------------------
2. Compiling the Game

NOTE: Steps a, b, c, and e can be skipped by downloading my customized Flex folder (flex_sdk_4.6.zip- it already includes Adobe AIR 32)

NOTE: I downloaded all the libraries to a folder called "installation files"  which is in the same directory level as "intra/".

a. Get the Adobe Air SDK 

(Note there's a lot of stuff on this page - you want "Adobe AIR 32.0.0.116 SDK". NOT THE COMPILER)
https://helpx.adobe.com/air/kb/archived-air-sdk-version.html#
Direct download: http://download.macromedia.com/air/win/download/32.0/AdobeAIRSDK.zip


b. Get Flex Compiler (Anodyne uses some old action script that won't compile in the latest AIR compiler). Download 4.6 from here:
https://www.adobe.com/devnet/flex/flex-sdk-download.html

c. Copy paste the AIR SDK into the flex folder

- Just cut and paste the contents of AdobeAIRSDK into flex_sdk_4.6 

d. point FlashDevelop to this folder

Project > Properties > SDK > Custom SDK > click on the flex_sdk_4.6 folder

e. update java heap space

Edit jvm.config in bin/ of the flex SDK. update the line with java.args to this:

java.args=-Xms1024m -Xmx1024m -Dsun.io.useCanonCaches=false

f. Change the test mode to "Release" in flash develop and click the play button. If all goes well you should get an .swf in the bin/ folder of FlashDevelop. however the game won't run yet!

g. Update the run script paths in SetupSDK.bat (fill out FLEX_SDK with the folder to your flex install, e.g. C:\Users\yourname\Documents\Anodyne 1 Repo\installation files\flex_sdk_4.6

h. The game should work now! If you have issues you may need to verify the game is compiling to SWF version 20 or later or something.

----------
3. Install DAME (Level editor for .dam files that let you export CSV and XML files for the game's tilemap data and enemy placements)

Easy Way
--------
Download DAME_standalone.zip from my google drive folder.

Harder way (Compile from my modified DAME source)
---------- 

1. Download DAME-master-fixed.zip
2. Download flex 3.6 (from here https://www.adobe.com/devnet/flex/flex-sdk-download.html or from my folder as flex_sdk_3.6a.zip)
3. Open the DAME project in flashdevelop
4. hook up flex 3.6 to flashdevelop
5. compile the editor. you should be able to get a SWF. if you have errors see the DAME's README for fixes.
6. Run the PackageApplicationAsExe.bat script. if all is well, the game's exe should pop up under air/DAME 

---------------
Hardest way for cool kids (Compile from original DAME Source)

1. Get DAME source from 
https://github.com/XanderXevious/DAME
2-5. Follow steps 2-5 above.
6. We want to run PackageApplicationAsExe.bat but there's a few things we gotta do first
7. Open CreateCertificate.bat. change the RSA flag to 2048 from 1024. 
7.5 Set CreateCertificate.bat's Flex SDK path to the bin folder of flex 3.6. Run the bat file, it should give you a SelfSigned.pfx file
8. Open PackageApplicationAsExe.bat . Edit the flex path BUT POINT IT TO THE FLEX YOU USED FOR ANODYNE (4.6), with the newer version of AIR and stuff.
9. Update application.xml's xmlns to 3.0 (line 2)
10. Update <version> to <versionNumber> in application.xml
11. In the package script, add this in signing_options, afer "pkcs12":

-tsa "http://sha256timestamp.ws.symantec.com/sha256/timestamp"

12. remove "-C ../DAME samples" from the "set FILE_OR_DIR" line.
13. change AIR_FILE's value to "air/DAME"
14. after %SIGNING_OPTIONS% add "-target bundle"
15. run the packaging script. 

Adapted from VVVVVV's source code license. This is NOT an Open Source license (though it's still fairly free) - read for details. If you think something ought to be changed reach out to Melos Han-Tani at hello@analgesic.productions

- Non-legal summary of license: You must own the paid game to use the game assets (excluding music/SFX which anyone can use), but the code is open to everyone. If you're doing noncommercial or commercial things with a low budget ( < $10k/year), you can do anything, so long as you credit us. Don't sell anything unaltered (don't sell our sprites or music unaltered, or compile and try to sell the game unaltered.)

If you are interested in distributing work that falls outside the terms in the license below, or if you are interested in distributing work that includes using any part of Anodyne not included in this repo then please get in touch - we can discuss granting a license for that on a case by case basis.

---

Anodyne License v1.0.7
Last updated April 20th, 2020

This notice may not be removed or altered from any source, binary or asset distribution.

This repo contains the source code for Anodyne, including all level, art, music, sound, and text content from the game.

The license contains two parts, pertaining to the source code assets, and then level/art/music/sound/text assets separately.



General Restrictions
----------

No resale or distribution of unaltered game

- You may not alter or redistribute any **unaltered** versions of this game  in any manner that is primarily intended for or directed toward commercial advantage or private monetary compensation. This includes, but is not limited to, selling unaltered versions of this software, or including advertisements of any kind in unaltered versions of this software.  
- You may not redistribute the **unaltered** game for free.
- "Unaltered" means any version of the game where 90% of the average playtime contains significantly similar content to the original Anodyne (meaning you can't tint the sprite colors or change what Young looks like and call that an "altered" version.)
- Any project utilizing the Asset Library or Code must include "LICENSE_FOR_DERIVATIVES.md" in the project.

On mods

- Mods must contain wording somewhere (download page, title screen, credits) to indicate the mod is not the original Anodyne.
- As a general, non-legally-binding, guideline, 'small' mods (60 FPS, 'faster engine',  'funny filters') should be free. "Medium" mods (harder levels, remixed dungeons) should be free. "Large" mods (totally new level and world layouts, brand new dialogue) can be sold (even if it has no different art/music assets.) Because this is so legally grey I'm not enforcing this, but please be respectful and use your best judgment when it comes to charging money for mods.

Part 1: Anodyne Asset Library (Art, Level, Music, Sound, Text assets)
-------------

The Asset Library of Anodyne consists of mp3, wav, txt, csv, xml, png, etc files inside of bin/, mp3/, sfx/, src/xml, src/csv, src/res and src/data, as well as the .dam level data files.

Anodyne's Asset Library is free to be used for most purposes (commercial/noncommercial fangames, mods, etc), but:

The Asset Library for Anodyne falls under a CC BY 4.0 License (https://creativecommons.org/licenses/by/4.0/) with the additional restrictions. For clarity (and to make explicit we are not claiming the asset library is under a CC license), the asset library does NOT fall under a "CC BY 4.0" license, but a mixture of the CC BY 4.0 terms and the following restrictions:


- Applying to NON MUSIC AND SOUND EFFECT ASSETS: To use these assets you must own a paid copy of Anodyne. This is only on the honor system though, so it's up to you to respect the request. I am choosing to include the assets here directly out of trust: most open or public sourced games make you copy the assets from an installed purchased version. As we still rely on Anodyne sales for our livelihood, please don't break this rule!
- The assets may not be used for for-profit purposes for budgets over $10,000 USD/year, or a commercial project with potential lifetime gross of over $10,000 USD: if either of these are true, you must contact us on a case-by-case basis to discuss licensing fees and royalties. This is mainly here to protect us against our work being used freely by extremely wealthy companies and the like - if you're a small solo developer or small team, we don't want to restrict you. 
- You may not use any of the assets in a way that would infringe upon the Anodyne game copyright by creating a product that may be mistaken for Anodyne (e.g. you may not compile the unaltered game and rename it "Andoyne" and sell it).
- You may not redistribute any of the unaltered assets in standalone packages, in a way primarily intended for or directed toward commercial advantage or private monetary compensation. This includes but is not limited to: selling the art in 'asset packages', selling the music on music distribution platforms.
- You may not redistribute any of the unaltered assets for free without prior written permission (e.g., you may not create a "Anodyne Sprites" itch.io product page. Use your best judgment: if the edits you're making are not significantly different, you shouldn't redistribute it for free (e.g. tinting spritesheet slightly)). If you're not sure, please reach out to us and ask.
- Any COMMERCIAL, derivative work using these assets must include an acknowledgement visible to all users of the product (e.g. title screen of a game or game's store page) that it includes used assets that are copyright of Analgesic Productions LLC and are from the Anodyne asset library.
- The origin of these assets must not be misrepresented; you must not claim that you created the original assets.

Basically don't resell our stuff as if it was yours, and make sure to give credit where it's due!


Part 2: Anodyne Source Code 
-------

"Software" means "source code".

This software available from here is provided 'as-is', without any express or implied warranty. In no event will the authors be held liable for any claim, damages or other liability arising from the use or in connection with this software. 

All materials in the repo, with the exception of the contents of the "org", "awerwer", "ca", "com", and "extension" directories under "intra/", are copyright of Analgesic Productions LLC 2013-2020.

Permission is granted to anyone to use this software and to alter it and redistribute it freely, subject to the following restrictions:

No misrepresentation of unaltered software
- The origin of this software must not be misrepresented; you must not claim that you wrote the original software. If you use this software in a product, you are required to include an acknowledgement in the product that this software is the copyright of Analgesic Productions LLC and is based on the Anodyne source code.
- Altered source/binary versions must be plainly marked as such, and must not be misrepresented as being the original software.

// If you are public/open sourcing/distributing anything using Anodyne's code or assets, you'll need to include this.

The Anodyne 1 Source Code and/or Asset Library (The Source Code and Asset Library are hereon defined as "ANODYNE 1") is used in this project. ANODYNE 1 is licensed under the license listed in its public repository at https://github.com/analgesicproductions/Anodyne-1-Repo.

Any derivative of this project utilizing this project's modification and/or utilization of ANODYNE 1 must include this license ("LICENSE_FOR_DERIVATIVES.md") as-is, and follow the original Anodyne 1 License's guidelines.

This file may be renamed when used in another project.

This is a complete repository of Anodyne, the 2013 game made by Analgesic Productions, compiled by Melos Han-Tani on April 4th, 2020. Find me on Twitter https://twitter.com/han_tani. 

For license info, see LICENSE.md.

If you have questions ask in our discord https://discordapp.com/invite/analgesic

Note that while anyone is free to browse the game assets and codebase, only paid owners of Anodyne may download and use the game assets (see below for detail.) Anyone can use the source code, though.

- Purchase the game here: https://store.steampowered.com/app/234900/Anodyne/
- or here: https://han-tani.itch.io/anodyne

Important Files Related to Installation/Editing Game
-------------
- LICENSE.md contains license/usage info.
- Installation.md contains how to download and install all the files to compile and run Andyne.
- FAQ.md will contain questions answering questions about the code.
- USING LEVEL EDITOR.md contains some info on how to compile/download DAME, the level editor for Anodyne.
- CODEGUIDE.md features some info on how the code architecture works, if you'd like to get started making changes.

Questions? Found some code comments I should delete (I tried to catch most)? feel free to e-mail me at hello@analgesic.productions and I'll answer questions or make updates.

Guide to game files
------------

### mp3/, sfx/
- Contains the music and sound effects

### intra/
- Source code and game asset library.

Explanation of files in intra/
--------------------

### bat/
- Contains batch scripts needed to prepare the game for distribution on Play Store or prepare the game for testing via the FlashDevelop IDE. There's nothing particular specific to Anodyne in terms of building it as a standalone EXE so I'm not including instructions on how to do that (look up Adobe AIR). However the "PackageApp_Win" script SHOULD still work if you want to make an .exe on Windows. Mac is a little more irritating, I actually didn't include that script here, but you just need to use command line options with adt

###  bin/ 
- This will contain the game once you've built it with FlashDevelop.
- It also contains joyquery which the Windows version uses for controller support

### obj/
- I still don't understand what this folder is for. I think it stores temp files for compilation from FlashDevelop.

### src/
- The game's source code and assets. More on that soon.

###  txt/
- Various notes to myself, these might be enlightening or amusing. Some are to-do lists, some are early planning.

### xml_app/
- .xml files needed for packaging the game as a standalone .exe file by using Adobe AIR and Flex.



Top Level files:
-----------

Intra.dam - The level data. You'll need to figure out how to build a working version of DAME level editor, unfortunately, but I did include the source code for that.

Intra-AIR.as3proj - the flashdevelop IDE file.
Minimaps.dam - Level data for the in-game minimaps

various .bat files: These are used for packaging the game (as an .exe or .apk), or for testing the game using flash player. You could play the game in mobile-size with on screen buttons by running RunMobile.bat, but if you wanted to build an APK you'd need to install android SDK and update the .bat files SDK paths accordingly

Z_HELP.txt  - various ramblings to myself about updating the game or how to build stuff. some of this is out of date, I'm not sure. maybe amusing.

Source code and Assets ("src/" folder)
--------------

### awerwer, ca, com 
-various extensions for mac controllers, steam. none of these are integrated into this public version so this is obsolete i think)

### csv/
-tilemap data for the levels. you could edit these with DAME (the level editor). Note that collision data is elsewhere

### data/
- Contains both uncompiled dialogue (.txt) and compiled dialogues (NPC_Data_EN.as), which the game loads. Dialogue can be compiled with the make_npc_data.bat script, which runs the gen_npc.py python script. You shouldn't need to compile these unless you're modifying dialogue. You can also just directly edit the .as files to add new dialogue scenes
- The other .as scripts contain embeds for sprites that are used by other game code, or loading in game audio. If you want to add music you'd do that here. TileData lets you change collision info of tilemaps. CSV_Data contains embedded .csv files (tilemap data). Common_sprites contain some sprite embeds

### entity/
- decoration -  Various visual effects
- enemy - Enemies, bosses.
- gadget - dungeon entities (buttons, doors, holes, etc)
- interactive - NPCs, most cutscenes
- player - stuff relating to Young (brooms, swap, player movement)

### extension - code for joyquery

### global
- input management (keys.as), gamestate, flags, saving code, font data. in particular:
- Registry - contains functions for conversion of level data XML into a parsable format for the game (which SpriteFactory then uses)

### helper 
- misc files - e.g. windmill cutscene, achievements, dialogue state management, helper functions for events/cutscenes, shaders for SUBURB... in particular
- SpriteFactory - this code helps load data from the level data .xml to spawn enemies. If you wanted to port anodyne's level data to some other format, you might need to edit this at some point

### lua 
-Exporters for use with DAME level editor.

### org
-Contains the open source Flixel engine. I might have made some modifications here, idk.

### res 
-art assets for the game

### states 
-various inner game loops. Using the "State" system from flixel (essentially groups of related objects that can be added/removed from the game). PlayState contains the game's most important loop, where the player and enemies are added and stuff, level loading. Some of these files aren't used I think

### xml 
-the exported level data (exported from the .dam file via DAME, which needs to be compiled to be used)

## Loose top-level files in src/

### Main.as 
-Entry point of the code -initializing the flash stage.

### Intra.as 
-The FlxGame of Anodyne (if you are familiar with the Flixel engine). The vast majority of this is mobile touch controls, but some game loop management is here too

### buildmap.py

- This was a Python script made by a fan that can create .pngs of every map in the game

Instructions for DAME Are included in its source code (download here and open index.html in the help folder) https://github.com/XanderXevious/DAME

Summary: Anodyne uses Intra.xml and the csv/ files to load level data. DAME is a software that can be used to edit Intra.dam, a file that contains level data. DAME can then export the contents of Intra.dam to Intra.xml and the csv/ files.

Steps for using DAME with Anodyne's files:

1. You'll need to have a copy of DAME (Deadly Alien Map Editor) available. I uploaded a pre-built executable to the Google Drive folder I linked in the Installation instructions. If you want to run the editor on Mac or Linux you'll have to build from source yourself (probably doable on Mac, not sure about Linux.) Instructions on that are in the Installation instructions.

2. Once you have DAME downloaded, open DAME. You can then use this to open intra/Intra.dam or intra/Minimaps.dam

3. DAME is used to edit the levels and enemy placement. There should be guides on how to use it, but generally the left side ("Layers") features all of the game's level data. You tick on a top-level box to show that level. Usually there are then four tilemap layers from back to front, then two layers of entities. I believe that "stateful" entities refer to things like Gates and Treasure Chests whose state need to be saved across game exits/loads. Stateless refers to stuff like enemies, which always respawn when re-entering a level.

3.5 - if you want to add your own entities or behaviors or tilesets, you can! just read up on how to use DAME. You'll have to edit TileData.as (in the source code) and some other stuff to get things hooked up with the game though. See the README for some more info on that. If you're gonna get serious with modding and have questions here feel free to ping me on the analgesic discord.

4. To export, first specify the path of the custom LUA exporters I made. (File > Specify Custom Exporters Path). Set this to intra/src/lua . Note that you can add your own lua exporters!

5. MAKE A BACKUP OF THE CSV AND XML FILES (this next step will overwrite them)

6. Set the "Xml dir" (Export directory) for the level data. This should be something like C:\Users\hantani\Documents\Anodyne 1 Repo\intra\src\xml

7. hit export. the editor should generate a bunch of CSV files and one xml file, which Anodyne can then read and load. There is some work that would need to be done in the code if you want to add entirely new levels.